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Welcome to the 
greatest retro gaming 
collection ever... 


TO 
mARED 
COLLECTION 


elcome back everyone to a massive bookazine overload of your 

favourite magazine. It's been an utterly fantastic year for Retro Gamer, which 

has seen us create some truly innovative covers, win a prestigious award 

for having the best videogame magazine in the UK and reveal even more 
fascinating insights into the world of retro gaming. In short we've come an incredibly long 
way in the last five years. 

Inside this unmissable bookazine you'll discover in-depth articles on some of the 
greatest games and franchises that the videogames industry has ever seen. You'll 
discover the origins of Ultimate's Sabreman, discover how Capcom 
created its cult hit Strider, leam the full history of Prince Of Persia and 
Lara Croft and get exhaustive, in-depth interviews with David Braben, 

Geoff Crammond and Activision co-founder David Crane. 

I've personally hand-picked what | feel are some of the finest 
moments from 12 issues of the magazine, so you can guarantee that 
this essential 258-page tome will feature only the very best of our 
award-winning articles. Enjoy. 
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NOW THAT'S SOME FAST FOOD 
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GENRE: F 
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Nowadays it's 

rare to find a 

videogame 

based around 

a job, but back 

in the Eighties 
itwas happening all the time 
Gamers could take on the role of a 
dustbin man in Trashman, deliver 
newspapers in Paperboy, or even 
serve drinks in Tapper. One of my 
personal favourites from back in 
the day, though, was taking on the 
role of Pepper Pete in Data East's 
wonderful Burger Time. 
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Jordan Mechner was 21 when he created Prince 
Of Persia. Now, 22 years after the original game, 
and with a blockbuster movie now completed, David 
Crookes talks to the man who created a prince 





rdan Mechner was once hailed as 

the king of the platform game. Having 

created Prince Of Persia in 1989, he 

was bestowed with this most fitting 

of crowns almost immediately as 
players fell to their knees in deference to the 
fluid movement of the main character and 
doffed their caps to level design that was 
sometimes frustrating but always fun. 

And today? Mechner looks back on a 
franchise that has stood him well for more 
than 20 years, and he is happy. Happy 
that people have taken this most royal of 
games to their hearts and ecstatic that he 
has realised a boyhood dream. And yet it 
could have been so different. After Mechner 
had created the first game for the Apple Il 
computer, and after he had seen it ported 
to almost every machine under the sun, 
he considered abandoning gaming and 
following his heart as a filmmaker. 

The lure of gaming — and the difficulty in 
forging a career in the movies — ensured that 
he continued to produce games, and he had 
a strong leading role in not just the sequel 





butthe firstgame of the much-applauded 
last-generation reboot. That, however, has 
led him to his personal holy grail, for it is 
now that he is treading the red carpet, his 
screenplay for the film version of Prince Of 
Persia having been accepted by Hollywood 
producer Jerry Bruckheimer. The film was 
given a release date of 28 May 2010, and 
Mechner's feet have barely touched the 
ground since. Hell, it has even given him the 
chance to take his graphic novels based on 
the franchise straight into the mainstream. 

“L love writing movies, | love making 
games and writing graphic novels,” he tells 
us. “I'd hate to have to choose among them, 
and I'm really happy and grateful that Prince 
Of Persia has given me the chance to have a 
role in creating all three.” 

But let us go back in time to the moments 
before Mechner began programming the 
very first Prince Of Persia game. He had 
spent time producing an action romp called 
Karateka while studying at Yale University. 

It was 1984 and the young up-and-coming 
New York programmer had experimented 





with rotoscoping, an animation technique 
that involves animators tracing over live- 
action film movement frame-by-frame. 

The end result was a revolutionary 
platform beat-'em-up that had a story with 
fast-paced cut-scenes, smooth scrolling 
backgrounds and, thanks to Mechner's 
rotoscoping work, animation more fluid than 
much of what was out there at the time. 

“| enjoyed producing Karateka,” says 
Mechner. “| wanted to make this kind of 
karate fighting game at the time, but once 
| had finished it and saw it had done well, 
| wanted to push myself.” It was then that 
he decided to pursue something a little 
different. “My idea with Prince Of Persia 
was to take the game's fluid action and 
presentation and combine it with a puzze- 
solving game that was more along the 
lines of Road Runner and The Castles Of 
Dr Creep, both of which | was enjoying a 
lot at the time,” he says. “So that was really 
the primary inspiration for Prince Of Persia 
- that and the fact that | loved movies.” 

Mechner had been given his Apple Il 
computer at the age of 15 and he spent 
much of his earlier days with the machine 
playing around with animation. He 
developed a fascination with recreating 
human movement - he used his brother, 
David, as a model and had him jumping, 
squatting and running, taking footage that he 
later used to capture the nuances of human 
agility - and he was also a major fan of 
action. It was to the now-classic high-tempo 
blockbuster movies of the Eighties that he 
flocked as a teenager — the likes of Indiana 
Jones and numerous Spielberg specials. 

“| loved the first ten minutes of Raiders Of 
The Lost Ark,” he states, with an enthusiastic 
tone he retains despite the passing of time. 
“That kind of running, jumping action where 
you feel like the hero is in great danger and 
escapes by the skin of his teeth was what 
| wanted to recreate. | wanted to bring that 
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Gameography of Prince Of Persa | 


1989 Prince Of Persia 
(Apple ||, DOS, NES, 
SNES, Game Boy, 
Game Boy Color, Mac 
OS, Amstrad CPC, 
Amiga, Atari ST, PC 
Engine, Mega-CD, 
Mega Drive, 
SAM Coupé) 
ce Of P 
The Shado 
Flame (DOS, SNES, 
Mac 05) 
1999 Prince Of 
Persia 3D (Window: 
Dreame 





Adventures (Mobile) 
2003 Prince Of 
Persia: The Sands 
Of Time (PS2, 
Xbox, Windows, 
GameCube, Mobile) 
2004 Prince Of 
Persia: Warrior Within 


2005 Prince Of 
Persia: The Two 
Thrones (PS2, 
Xbox, Windows, 
GameCube, 

Mac OS X) 

2005 Prince Of Persia: 

Revelations (PSP) 
2005 Battles Of 
Prince Of Persia (DS) 
2007 Prince Of 
Persia Classic 
(PSN, XBLA, Wii) 
2007 Prince Of Per: 


Rival Swords (PSP Wii) 
2008 Prince Of Persia 


(PS3, Xbox 360, 
Windows, Mac 
OS X, Mobile) / 
2008 Prince Of 
Persia: The 
Fallen King (DS) 
2010 Prince Of Persia: 
The Forgotten Sands 
(PS3, PSP, Xbox 360, 
Windows, Wii, DS) 


pa 
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kind of excitement to gaming, to the Apple Il 

platform. It was a machine | was really getting 

to grips with and it was the most natural thing 

for me — as an amateur animator, film fan and 
gamer — to try to do.” 

Prince Of Persia did, indeed, foster a 
feeling that a wrong step or a mistimed 
button press in a jostle of swords against 

increasingly mean guards would lead to a 

time-sapping death, a fate that would not so 
much put you out of the game but eat away 
at the 60 minutes you had to complete it. In 
some ways, it was as much about the save- 
game feature as it was the endurance and 
hair-tearing that accompanied each play, but 
the concept of time was firmly cemented, and 
it was one that would endure right up to the 
present film and loose game tie-in. 
“IL think what surprised so many — aside 
from the game itself - was the fact that 
: the Apple Il at the time was a really old 
platform,” Mechner confides. “By the 
time I'd finished Prince Of Persia in 1989, 
the computer was actually more than 
ten years old. | felt at the time — and | 
certainly still feel this now — that the first 
Prince Of Persia definitely moved up and 
even surpassed the hopes that I'd had for the 
game in the beginning, when | first conceived of it 
in 1985. But at the same time | was really starting 
to see other games and other platforms that could 
go beyond it, technically, in terms of what it was 
capable of, so in that sense | felt like | was kind of 
trying to keep up with the market that was evolving 
even as | was programming the game.” 

The debut Prince Of Persia was a complete 
success. It was ported to dozens of machines, 
appearing on consoles as diverse as Nintendo's 
NES and Game Boy and Sega's Master System and 
Mega Drive. The game, which sold 2 million copies, 
had an uncanny knack for making 8-bit machines 
appear on a par with more advanced computers. 
The only astonishment was that it took five years 
for a sequel to appear. 










% 
Where Karateka and the debut POP represented p 
a massive leap in gameplay for the young Mechner, = . e ae 
Prince Of Persia 2: The Shadow And The Flame a PEsÉ Ya ] 
was essentially more of the same, albeit ,. E 
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» [DS] There have been many versions of Prince , | (ow SR AP y 

Of Persia, among them Bates Of Prince Of Persia l [Yi as à 

on the Nintendo DS, which tack placa between um, 4 ++ f 


Sands Of Time and Wismor Within twas a tum- 
based tacões gama that had a mixed reception 
from fans. The game revolved around playing 
cards and worked better as a multiplayer affaring 








PD 


with a greater incidence 
of sword-tangling, 
to the point where it 
was not uncommon 
to do battle with four 
foes. Taking place 11 
days after the end of 
the original, it was an altogether more 
difficult romp, with shinier graphics and a larger 
area to explore. The game was also keen on plot: 
the Prince's dream of marrying the Princess is 
seemingly thrown into disarray when evil Jaffar has 
him banished from the palace, his escape ship is 
blasted by a bolt from the sky, and he ends up on a 
land far away from Persia, determined to get back 
and sort his single-dom out once more. Life, as you 
could imagine, was pretty rubbish for him. 

And yet if the game showed anything, it was 
Mechner's penchant for story. So why the increase 
in combat? “Interesting...” the programmer 
ponders. “Well, | wouldn't say | regret putting more 
combat in the game, because when | look back to 
the debut, | had remade the levels so many times 
over a period of three years and for the second 
game | wanted a much more conventional, sort of 
planned development. Part of'that was a desire to 
make it more combat-heavy, in some sense.” 

The plan for the second game was rubber- 
stamped in September 1991. Mechner expressed 








The Prince Of Celluloid 


Jordan Mechner reveals his thoughts on the 
film he pitched, wrote and helped develop 


his relief that the series would continue, as he had 
feared that the publisher, Brgderbund, did not 
want a follow-up. Two of the company's decision- 
makers, John Baker and Michelle Bushneff, were 
said to have felt that the project was growing 

out of control, but following a set of meetings it 
soon transpired that they really wanted the Prince 
Of Persia genius to be more specific about his 
direction for the game and the exact requirements 
of the team that he was about to head. 

It was not possible for Mechner to work alone 
this time; the gaming industry had matured and 
the bar of expectation was higher. So whereas 
Mechner created the original title largely without 
help, the sequel was being afforded a team. 
Storyboards were needed, graphics had to be 
specified, and Mechner was the head honcho. 

He was in his element. “Everyone is deferring to 
me the way a film crew defers to the director,” 
he wrote in his diary at the time. “Somehow, I've 
acquired that magic quality: credibility.” 

Despite his huge success, he admits that he was 
feeling the pressure. He didn't want the project to 
















o [CPC] "Marry Jaffar... e dia within the 
hour” À bit of a no-beainer really. Burthe 
Prece és ready to come to the Princess's aid. 
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ound 2004 and | had the 


dea to pitch Prince 
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the movie, whech 
e game. | kept 





back to what had b 





2 Of Persia, and that was a particular kind of 


fail, as much for his own sake as for the 
game itself. “If they ever start to doubt me, 
it could become a nightmare,” he wrote. 
There was a sense that he was riding the 
crest of a wave, acting out his Hollywood 
dream in pixellated form and yet deeply 
foreboding that his crown could be sent 
flying and he be deposed. From king to 
prince to pauper... 

“Yeah, | had a team — a group of artists and 
programmers,” he tells us. “| sort of directed 
the game remotely. | was living in Paris at 
the time, making a short film, and | wasn't 
there 12 hours a day for the development. | 
think it was a luxury that | had on the first game 
that maybe enabled that, and with that debut title | 
really got to tweak the balance over a long period 
of time. With the second game, though, | pretty 
much made a couple of drafts of each level and 
that was it. | had to stick to the schedule.” 

At the same time as developing the second 
game, Mechner had to oversee the long-overdue 
Apple Mac version of the original. It was due 
in October 1991 but pressure meant that it had 
slipped again and was looking at a release in early 
1992. Work was also progressing on other ports, 
and it was giving Mechner a chance to oversee 
fresh approaches, such as better graphics or more 
levels - the SNES version had 20 levels rather 
than 13 and the time limit was subsequently 
doubled. Was it a case of producing a 

director's cut? 

“Well, when | saw the SNES version 
by Konami | was blown away,” says 
Mechner. “| wasn't the programmer 
so for me it was like playing the 
game as a newcomer and | was 






hink it's really qe 


A PRINCE AMONG GAMES 


experiencing my game in the way a gamer did 
a few years before. | didn't know what was 
coming and what was going to happen next and 
it was a lovely feeling. But it also helped spur 
me on even more to make the sequel special 
— technical limitations of the first game were 
severe because the whole game had to fit into 
64k of memory. On the Apple Il, even just in 
a few years, in between starting to program 
the first Prince Of Persia in 1986 and the time it 
released in 1989, the machines were capable of 
so much more in terms of graphics and sound. | 
think seeing the release of enhancements — and 
certainly my eagerness for a full-on sequel - was 
partly down to the attraction of just being able to 
have a little bit more freedom, you know, in terms 
of different types of backgrounds and playing 
music simultaneously with the game, whereas on 
the Apple we had to actually freeze the animation 
to play a couple of notes of music. We had both at 
the same time.” 

The infrequent face-to-face communication 
between Mechner and his team meant, for the 
first three months, that his art team had been 
working without even setting eyes on him. He was 
directing from afar - perhaps not what he would 
have wanted, but film was still turning his head. 
Although Mechner had been buoyant the previous 
September, by January doubts remained and the 
publisher was threatening to slash the budget. 
kt was into this atmosphere of uncertainly that 
Mechner walked, and yet there was a sense that 
Prince Of Persia 2 was still the project that most 
artists wanted to work on. The lure of producing 
realistic animation was a head-turner, and Mechner 
indulged his art team with a screening of the 1940 
film Thief Of Baghdad to get them in the mood. 






and Jerry Bruckheimer, Inc. 


€& Disney Enterprises, Inc. 
All rights reserved, 
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» [360] One of tha problems people had with the 
2008 reboot was Elika's helping hand She would 
reach out and grab the Prince whenever he h R 
faund himself in trouble, making the game easier se 


That, however, wasn't the main issue. He had 
to persuade Baker that it was a game worth 
the immense investment. And in his approach, 
Mechner proved to be a master director, using 
the trick of ensuring that the boss felt a sense 
of involvement in the project. Before long, he 
had thrown the company's resources behind the 
game, even though he was still nervous of the 
cost. Indeed, it was the most expensive game in 
Broderbund's history. And vet the desire for film 
was still with him. “| know what | want to do with 
my life,” he writes. “Why not just do it?” 
The hands-off approach to Prince Of Persia 2 
did get to him. He loved being able to step in 
and help with a crisis such as making heavy 
graphics cuts. And neither did he regret 


having to scale back the game's ambition. 


“Sometimes | feel a game that is very 
- polished and has had a lot of cash 
spent on it can appear a little too 
sanitised,” he says. And it was 
around this time that he began 
; o = toseethe real attraction of 
(ET ts producing a game, which he 
q says was “more fun that 
16mm student filmmaking”. 
As the game neared 
completion, Mechner was 
nevertheless becoming 
jaded, caring little for 
details that would, 
at any other time, 
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The Prince isn't the only gaming 


acter known for his athl 


be an excitement. One of those was the 
name. He cared little whether the tag would 
be The Shadow And The Flame, City Of The 
Dead or City Of Souls. But was he pleased with 
the game, looking back? 
“was in a lot of ways, but it wasn't quite the 
close... you know, the intimate involvement 
that | had on the first game, just because | was 
geographically apart and personally there was a 
little bit more distance,” he says. “Il wasn't living 
and breathing it every day in the way | was with 
the first game.” 

Mechner wrestled intensely with his inner self 
during this period. lt was clear to him that, while 
enjoying the creation of games, his life's dreams 
were not being fulfilled. He had yearned for a 
girlfriend, felt the urge to see the world, and that 
desire for a movie would never leave him. It is why, 
for his next project, he produced The Last Express. 

In 1993 Mechner set up Smoking Car Productions 
primarily to design his new game, which was set 
on the Orient Express in 1914. Players were pitted 
in the role of US doctor Robert Cath, framed for the 
murder of an Irish police officer, and the Agatha 
Christie-style yarn was notable for being entirely 
played in real-time. 

And time is what Mechner was feeling like he 
had precious little of and so, when he finished 
the production of the game, his interest in film 
was piqued once more. kt didn't help that The 
Last Express was a failure commercially — despite 
being a success critically — due to the Broderbund 
marketing department quitting weeks before its 
release in 1997. So when Red Orb Entertainment 
started to produce the third game in the Prince 
Of Persia series at that time, Mechner was 
underwhelmed. With the gaming public by now 
used to seeing games in the third dimension, 

a decision was made to make the third POP a 

3D masterpiece. The idea was for The Learning 
Company to publish the game and that it would be 
created for the PC. It made its debut in 1999. 

The difficulties - some financial - that so marred 
the release of The Last Express, however, caught 
Prince Of Persia 3D as well and, as a consequence, 
it was released without having been through any 
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Games inspired by a prince 


pla 
hine Software 


- Publisher: fe] 
» Platforms: Amiga, Acorn 
Archimedes, Mega Drive, DOS, 
SNES, 3DO, Atari Jaguar, CD-i 
» Year: 1992 
Both Flashback and Prince Of 
Persia made use of the rotoscoping 
technique, but they were developed 
independently of each other. The style 
of the two games is very similar, and 
with Flashback coming after Prince Of 
Persia, it will undoubtedly have drawn 
Inspiration from Mechner's game, 
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Oddworld: Abe's O 

» Developer: Oddworld Inhabitants 

» Publisher: GT Interactive 

» Platforms: PlayStation, PC, 
Windows, Game Boy, PSN 

= Year: 1997 

Athough creator of the still-unfinished 

Odctwortd saga Lorne Lanning says 

the game was more inspired by 

Another World, the 2D PlayStation 

platform game Odcworid was very 

similar to Prince Of Persia in layout 

and playability. You even hoisted up 

platforms, Prince Of Persia-style — until 

a marauding Slig shot you down. 


Strength 


Stamina 


rod look 


Overall 





Blackthorne 
s = Blizzard Entertainment 
» Publisher: 
» Platforms: SNES, DOS, Sega 32X, 
Mac, GBA 
D Year: 1994 


Blockthorne was less reliant on 
platforming and concentrated more on 
puzzles and combat, but the inspiration 
was clear. The character had the 
Prince's abilities and weaknesses, 

and the play involved elements of trial 
and error. One problem is that fighting 
could be repetitive, which wasn't the 
case in Prince Of Persia, 








Heart Of Darkness 

» Developer: Amazing Studio 

» Publisher: Interplay 

» Platforms: PlayStation, PC 

” Year: 1998 

What Prince Of Persia did was create 
a sub-genre of 2D platform games, 
which was continued by the likes 

of Heart Of Darkness. This 2D side- 
seroller had similar gameplay, with 
the main character walking, jumping, 
climbing and crawting through levels, 
attacking any enemies that he came 
across. This game helped keep lhe 
sub-genre alive. 


Strength 
Stamin; 
Figbeing 


xé Iorak 
Overall 


58/100 


Tomb Raider 
» Deve : Core Di 
& Publisher: Eidos Interactive 
» Platforms: Sega Saturn, 
PlayStation, PC, Macintosh, 
Windows Mobile, PSN 
rs 1995 


With its mix of running, jumping and 
platforming, the inspiration for Tomb 
Raider is clear. Lara Croft is essentially 
a female Indiana Jones, the character 
who inspired Mechner to create Prince 
Of Persia. The tricky puzzles of POP 
were, in essence, transported over to à 
lush 3D world, 











Assassin's Creed 
E Developer: Ubisoft Montreal 
» Publisher: Ubisoft 


& Platforms: PS3, Xbox 360, PC 
E Year: 2007 

The mobile game by Gameloft was 
incredibly similar to the debut Prince Of 
Persia game, albeit with more features. 
Indeed, Gameloft has been inspired by 
Prince Of Persia with other titles too. 
But Assassin's Creed on consoles was 
inspired by the second POP trilogy, 
beginning with The Sands Of Time, all 
of which may not have existed without 
Mechner's original. 





A PRINCE AMONG GAMES 





substantial quality assurance. The bugs were there 
to see and the reviews were scathing, although 
some did see the good points. 

The third game followed the same side-scrolling 
premise of the previous titles and it had a similar 
story. There were guards, traps and ledges, and 
the only real difference between the 3D version 
and the previous two was that third dimension. To 
Red Orb's credit, it managed to effectively translate 
the gameplay of Mechner's first two efforts to a 
3D world, and the level design was actually solid. 
Commentators praised the pace of the game and 
felt the graphics — aside from the characters — did 
the levels justice. That was ironic given that the 
hallmark of the first two games was the fluid nature 
of the Prince. GameSpot's Ron Dulin quipped: “The 
motion-captured animation looks great, except 
when the Prince runs up stairs or ramps, at which 
point he looks like an old man who just doesn't 
have it in him any more. Then again, it's been ten 
years since he first took to adventuring, so perhaps 
we should give him a break.” 

Reviewers pulled the controls apart. They were 
unresponsive - unforgivably so at times. And the 
camera perspective was poor, fixed behind the 
Prince and obstructing the view of obstacles. It also 
made combat difficult. There was more criticism 
too: many didn't like the voice-acting, believing 
itto be lacking authenticity. In finally giving the 
Prince a voice, it seems most wanted to go back 
in time to the period when he was mute. Above 
all, Mechner was not involved in the project except 
in a consultancy role. He had been to film school 
and had shot the short documentary Waiting For 
Dark, which looked at the terrible living conditions 
in Havana in Cuba, and that is where his ambitions 
appeared to be heading. 

“The third game was a development that 
Broderbund decided to do internally,” says 
Mechner. “At that point, | was already more into 
films. I'd just done The Last Express, which was 
a different kind of game, and basically Prince Of 
Persia 3D wasn't a project that | spearheaded. Film 
was where | was at.” 

Mechner did, however, play the game, although 
he admits to not getting past the second level. 

But commercially it was a success, actually going 
gold. Not that Mechner was all that enamoured 
by it. He instead spent time in the late Nineties 
and turn of the century producing another 
documentary, Chavez Ravine, which looked at 
how a Mexican-American village was bulldozed to 
make way for the Dodger Stadium in Los Angeles. 
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is for Alter Egos 


Throughout the series, 
the Prince bumps into alternate 
forms of himself, from the 
Shadow in the original and 
sequel to the Sand Wraith in 
Warrior Within and the Dark 
Prince in The Two Thrones. 


is for Broderbund. The 
first two games of 
the series were published 
by Brederbund, before the 
company's acquisition by The 
Learning Company. lts collapse 
and subsequent rush to get the 
game out was behind the lack of 


is for Combat. There is much 

swordplay to be had throughout 
the games of the Prince Of Persia 
series. Jordan Mechner watched Errol 
Fiynn movies in order to perfect the 


technique on screen. 
D is for Dagger. The Dagger 
of Time allows the Prince to 

manipulate time itself by hamessing 
the power of the Sands of Time. 
E 5 for Exploration. One of the 

main aspects of the Prince 
Of Persia games is to explore the 


world around you. This increased 
in importance as the series and its 


since of Persia 


s for Film, Directed by 
ike Newell, produced by 
ruckheimer, starring Jake 
| and written by Prince Of 
creator Jordan Mechner, the 
movie is a summer 2010 blockbuster. 


G content with the games and 
films, Jordan Mechner has also 
produced a series of Prince Of Persia 
graphic novels. 


is for Graphic Novel. Not 


is for Hourglass. From the 


first game in which you had 60 +» 


minutes to rescue the Princess, this 
basic symbol of time has been ever- 


is for Indiana Jones. Right 

from the start, the Prince was 
influenced by the iconic Dr Jones — the 
first ten minutes of Raiders Of The Lost 
Ark in particular — with the emphasis 
being on action and exploration. 


sia premise was thought up 

nabe filmmaker and games 
programmer Jordan Mechner in the 
late Esghties, when he was 21. 


J- for Jordan. The entire Prince Of 
by 


is for Korateko, tt may not have 

been part of the POP world, 
but this martial arts game was the 
title that paved the way for the entire 


E; is for Love. The Prince's 
infatuztion with the Princess, 
who was all too easily locked up, 
was the driving force behind our 


hero's actions. 

M is for Magic Potions. There 
are many ways to de in the 

older Prince Of Persia games, so 

being able to quaff a heath- 

rejuvenating magical smoothie 

was like a gift from the gods. 

N is for No Name. In the games, 

the Prince is known simply 


as 'Prince, but that has changed in 
the movie, with our hero given the 


polish on Prince Of Persio 3D. 


step backwards from tha 


change of Wamoar Witin. 


Prince Of Persia 3D remains, to some extent, an 


embarrassment for him. 


“| knew the team and | sort of saw what they 


were doing, and their initial plan sounded exci 


he says, diplomatically. “They had high hopes 
for the game and so | hoped that it would 
work out, too. But it was a very difficult 
development - they had a lot of setbacks. 
E» My impression was that | don't think the 
game really fulfilled the criteria that the 


Ed 


team had for it. For myself, | only got 


to the second level when | played it. I'm 


Pd 
“a, 


O W 
N ) 


sorry to say that was partly because 








- Microsoft Game Studios 
E Developer: Jonathan Blow 
“os TB Platforms: Xbox 360, 


A Windows, PS3, Mac 05 X 


D Year: 2008 


Jonathan Blow's 2008 XBLA 
game is, like Prince Of Persia, 
about a man searching for a 
kidnapped princess. But while 
the story is centred on personal 
discovery and insight, it gives 
players the ability to manipulate 
time. You can rewind to points 
before death or use time to solve 
puzzles. It's a great, retro-looking 
20 platformer. 





underlying technology progressed 


s (Xbox) The Tuo Tironestoak a 


technical problem. The PC that | had at 
the time just wasn't powerful enough to 


present in the series. 





keep up and the game had certain technical 
problems, which stopped me from playing 

it. | meant to get back and play the rest of it 
but | never did.” 

Mechner's lack of proper involvement in 
the third game has meant that he has tried to 
erase it from the storyline. For him, the game 
has become an irritation of sorts and one that he 
is keen to erase. “| don't really see that as part of 
the Prince Of Persia collection,” he says. “It was 
a bit of a one-off. Overall, for me, the inspiration 
of the Prince was always kind of Errol Flynn, 
Douglas Fairbanks, or Indiana Jones in Raiders Of 


aasthetic 


The Lost Ark. He was just a type of action hero who 


got his personality from the turmoil that he went 
through. It wasn't a dialogue or facial expressions. 


ting.” 
game didn't really work.” 
Up until this point, Mechner, in his desire to 


to see what he actually had. He confesses that he 
needed to recharge his batteries by trying new 
things, but it meant he lost sight of the franchise 
he had built. In 2001, however, he received a 

call from Ubisoft, whose president wanted to 
discuss the possibility of recreating the game for 
a new generation. Mechner wasn't sure. He had 
felt uneasy about Prince Of Persia 3D and, if he 


up 


ofa 


Stories through time 





Shadow Of Memories fis 
& Deve In-house sa 
» Platforms: E Cf Pri 
— PS2, Windows, Xbox, PSP ga f 
MYear:2001 is MB mea 
This 2001 cult classic PS2 title put a ” 
you in the shoes of Eike Kusch, a emo + pe ME 
man who diedat the startofthe SC is 
game. After his spirit gains the 
abilityto travelthroughtime,he The Chaos Engine 
goes back and forth to 2001, 1980, a 
1902 and 1580, looking for a way 1 y 
topreventhisowndeathinthe  Platforms: Amiga, Atari ST, 
present day. Amiga riem Risc OS, 
E Year; 1993 
E Released in 1993 and created by 
, The Bitmap Brothers, The Chaos 
-p Engine saw the technology of 
= a stranded time-traveller fall 
pr into the hands of an inventor, 
, Pati, à fd who then produces an alternate 
a - timeline and a machine that can 
o fidale with matter, space and 
fre vou ganca beip my rss? pi id mo 


Prince Of Persia franchise: 





It was very much that he expressed his personality 
through movement and when | look back, the third 


break away from gaming and try new things, failed 


moniker Dastan. 


agreed at all, he wanted to create something 
amazing. Without that guarantee, he was 
wary of agreeing to anything, but he did fly to 
Paris and discuss the possibilities. 

“| received a personal call from Yves 
Guillemot [Ubisoft's president],” he recalls. 
“Ubisoft had just acquired the rights for 

the name from Broderbund and | think one of 

the motivations was this opportunity to bring 

it back. But | still had the intellectual property 

rights. It's fair to say at that time the game was 

a classic, but nothing was being done with it. 

I'd seen Rayman, which | thought was an 
absolutely brilliant game, and | thought the Prince 
Of Persia game could be done for a new generation 
of consoles, you know?” 
Mechner gave the project the green light but 

on the provision that a great team would be 
assembled. A squad was put together in Montreal 
and the producer joined Mechner at E3 in LA to 
discuss the project further. “It was strange for me 
to go back to the project,” says Mechner. “A lot had 
happened from the time | had put the second game 
together. | went from The Last Express, a three-year 
project that involved forming a team, starting a 
company, and something that was really a labour of 
love for all concerned. And | think also at that time 
the games market had changed so that the side- 
scrollers had given way to games like Tomb Raider. 





The Legend Of Zelda: 
Ocarina Of Time 
& Publisher:Nintendo 
& Developer: In-house 
& Platform: Nintendo é4 | 
E Year: 1998 
Using the Master Sword in 
this 1998 Nintendo game, you 
can travel between twa time 
periods, but there are also many 
opportunities to teleport to 
previously visited locations in à bd rap 
game that, by the nature ofits E Publishen On-line Sistema 
title, suggests that you can use E neneloper: Roberto hliams 
time and space as your ultimate e ; mirim 
playground in this amazing. n 
dlassic adventure. Written by Roberta Williams 
sis R for the Apple, Time Zone let 
E you travel through time and 
á . solve puzzles. Input was via 
text but you were still thrilled to 
E 'meet some of history's most 
Ganon's Castle celebrated figures from Julius 
pio Caesar to Cleopatra. f Roberta 
could go back in time, maybe she 
7 1 wouldn'thave sold the game for a 
whopping $99. 
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But the more | heard, the more | felt it was right to 
bring it back and do it differently.” 

Prince Of Persia: The Sands Of Time was released 
in 2003 for the PlayStation 2, Xbox, GameCube and 
PC. The main character displayed incredible fluidity 
and it was set in a sun-bathed mystical 3D Middle 
East. The action revolved around the Dagger of 
Time, which the Prince steals in order to gift to his 
father, but an evil vizier gets him to unlock it, an 
hourglass is unleashed, and chaos reigns. 

There was no doubting that the Prince was back, 
and he was looking better than ever. Death-defying 
leaps and a control system that was forgiving 
made for a slick, high-energy action game that had 
gamers in awe. The linear gameplay led the Prince 

down a particular path vet it distracted 


little, mainly because the gamer was more 
interested in the gravity-defying stunts. 
e E The game also celebrated its roots, with the 


original Prince Of Persia included on the disc. 
"Loved Sands Of Time,” says Mechner. “| felt it 
was very true to the original, while at the same time 
being a game that could stand on its own merits.” 

A year later and Mechner's thoughts turned once 
more to film. He started to write a screenplay and 
put together clips from the game to illustrate how 
it would come together. This was later pitched 
to Hollywood producer Jerry Bruckheimer, who 
snapped up the movie rights and pushed the 
project forward. For Mechner it was the final 
realisation of a dream - the movie he so wanted 
all his life. And it was made possible through his 
perseverance with gaming, a medium that he had 
grown to love immensely. 

“| worked very closely with Ubisoft on Sands Of 
Time. | was moved to Montreal for the last part of 
the development and | worked as a game designer 
and writer, so | was very deeply and creatively 
involved in it. But after the game was released, | 
moved to LA to start pitching the game as a movie 
project. It meant | wasn't really that involved with 
the second game in the series, Warrior Within.” 


TS [260] The Forgottm Sarvis returns 


the Sands Of Timetrilogy and 
has so far baen received positvely 





é The« rigina 


n [PC] The sequel to Prince Of Persia, 
The Shadow And The Fame, 
brought more of the same. Mechner 

continued to meke the story an 

important aspect of the game. 


Warrior Within was released in 2004, and it was 
followed by the third game in the second trilogy, 
The Two Thrones, which debuted in 2005. Mechner 
was, by now, fully immersed in his film project. “| 
think as the second trilogy progressed, the games 
became a lot darker, certainly with Warrior Within,” 
he says. “Il felt like The Two Thrones was sort of a 
step back and halfway between Sands Of Time and 
Warrior Within in terms of tone.” 

Both sequels were massively popular, building 
on the success of Sands Of Time. Some felt that 
Warrior Within lost some of the charm of the 
first game, but the title had longer playing time 
and the combat was less repetitive. The story 
picked up from the end of Sands Of Time, and the 
time-travelling element was at the forefront — the 
backtracking and flips forward adding hours. 

The Two Thrones wrapped things up neatly and 
the latest game, The Forgotten Sands, returns to the 
original trilogy and sits in between Sands Of Time 
and Warrior Within, where there was a seven-year 
gap in the plot. Time has been the hallmark not just 
of the series, but Mechner's life too. 

And vet that is not everything. In 2008, Ubisoft 
released a reboot, which has now seemingly been 
abandoned. Called, simply, Prince Of Persia, it was 
deemed too simplistic by some gamers and yet 
was also a great success. “l thought it was quite 
beautiful in some ways,” says Mechner. He then 
pauses and reflects. “| will say that Prince Of Persia 
is the project that I've been most deeply involved 
with, as a writer and creator. When | look at the 
series as a whole, there's a sense of awe. If | could 
have had a Dagger of Time back in 1985 when | 
started making the first game, if I'd seen that all 
this stuff was coming, | would have been amazed 
because it's more than | could have dreamed of.” 
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Arachnatron 


Axelay's very first boss immediately impresses 

you due ta his menacing size and the factthathe's 
one tough nutto crack. Aided by spider drones 
and an electric net that slows you down, you 
need to take out his eye in order to defeat him. 
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T-36 Towbar 

Obviously based on RaboCop's ED-209, this 
mechanical marvel awaits you at the end of 
Level 2. Spraying bullets from the minigun 
situated below his head, the metallic beast 
tries to obliterate you with a huge laser. 


x 


Yes, the name is rather naff, but Aquadon proves 
to be a rather worthy foe for you. Heavily plated, 
armed with a devastating laser and with the 
ability to fire deadly projectiles, this ugly fish boss 
puts up one hell of a fight. 
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ESEÇS: 


WHY IS IT A CLASSIC? 
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Sure, Axelay employed some of the best visuals to ever appear on 

the SNES, butthe real beauty of Konami's beast was thatitwas able 
to crib from a vastarray of different games and other media and still 
feel refreshingly new. Konami relentlessly plundered everything, from 
R-Typeto RoboCop, notto mention borrowing heavily from fts own 
shooter library, when creating Axelay The end result is a truly glorious 
shmup that, rather than coming across like some Frankenstein shooter, 
instead feels like a fabulous homage to the once-popular genre, making 
it allthe more disappointing that it's never received a sequel 


Axelay steals from many great shooters, not to mention a few films. 
While the ED-209 clone found at the end of Stage 2 is perhaps the 
most obvious choice, we've actually plumped for the whole of Level 4. 
R-Type is one of the most influential shooters of alitime, so it's hardhy 
surprising to discover that Axelay's fourth stage takes multiple ideas 
from Irem's hardcore sequel. Bio-mechanical looking aliens? Check! 
An organic-looking water stage? Check! Freaky, brutally tough boss? 
Check! It's slightly easier to complete than the similar stage found in 
lrem's game, but only just. 


Yes, it's a massive cliche, but Stage 5 is one ofthe most sensational 
levels to ever appear in a 16-bit shooter. Barrelling into the screen, your 
eyes are assaulted by a sea of vivid red, so searing it feels like it could 
scorch your retinas. Wisps of flame leap from the lava and Dune-like 
giant worms do their bestto take down your fighter, while jets of flame 
gush forth, threatening to destroy your ship with a single hit. Add in 
huge flaming dragons that appear to have been borrowed from Gradius 
along with a truly scintillating soundtrack and it's hardly surprising that 
this is the first level that Axelay fans always tend to remember. 


STANDOUT MOMENT 


BEST WEAPON 


Even now, Axelay's most impressive moment is when your ship 
first jets off into the screen and you're confronted with some of 
the best use of Mode 7 to ever appear on the SNES. ltwas jaw- 
droppingly amazing back in 1992 and it still manages to impress 
today. Rumoured to be one of the last games that some of 
Treasure's staff worked on, the sheer scope of Axelay's pseudo-3D 
stages still fills us with impressed awe. Konami was on fire during 
its 16-bit days, and Axelay remains a fitting testamentto the 
company's sheer ingenuity. 


JR 
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Interestingly, Axelay's best weapon is given to you right at the 
beginning of the game. The Round Vulcan is a powerful cannon that 
can fire shots off in a 350-degree radius, providing you with great 
cover on Axelay's 3D stages. On 2D levels it performs admirably as 
well, covering fire above and below your craft. This makes it the 
perfect weapon for taking out gun emplacements or hard to reach 
enemy craft. Interestinghy, by taking your finger off the fire button you 
can even adjust the direction it fires in, making itthe most essential 
weapon in the game. 


BEST BOSS 


Ifyou were impressed with the pseudo-3D lava effect of Level 5 

then just wait until you meet the magnificent mayor that waits for you 
atthe end of that fiery stage. Virtually filling the screen with his huge 
bulk and intent on swatting you with his gigantic hands, Wayler is 

an imposing foe seemingly born from both fire and metal. Worry not, 
though, for despite his sheer size, the huge elemental is surprisingly 
easy to defeat if you know what you're doing. Ifyou don't, then simply 
concentrate your fire on his mechanical heart whenever he foolishly 
exposes it. That'llteach him. 


What the 
press said... 


Super Play Issue 2 85% 


IN THE HNOU 


PLATFORM: SNES 
DEVELOPER: KONAMI 
PUBLISHER: N-HOLISE 
RELEASED: 1992 
GENRE: SHODT-EM-UP 
EXPECT TO PAY: E15+ 
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Why the Nomad was great... 





RETROINSPECTION: SEGA NOMAD 





in a handheld capacity) quicker than 
Nintendo. Also, some of the issues 
that haunted the Nomad in its short 
life may not have even existed. 

Like the Game Gear, the Nomad 
was essentially a compact version of 
a larger TV-based machine. Although 
based on the technology of Sega's 


“NOMAD: (MEMBER OF TRIBE) ROAMING FROM PLACE TO PLACE FOR PASTURE; 
WANDERING” WE COULDN'T THINK OF A MORE FITTING MONIKER FOR SEGAS 
SECOND HANDHELD MACHINE. AS WELL AS BEING A PORTABLE GAMES MACHINE, 
SEGAS FINAL ENTRY INTO THE HANDHELD MARKET WAS A MEMBER OF A BIG 
TRIBE OF UNSUCCESSFUL MEGA DRIVE VARIANTS. STUART HUNT DISCOVERS 
WHAT WENT WRONG FOR SEGAS AMBITIOUS HANDHELD 





e're not sure anyone 
from Nintendo has 
come out and said it 
vet, but Sega won that 
notorious 16-bit playground spat. 
f you were on the side of the blue 
hedgehog, well done, give yourself 
a pat on the back. What may serve 
as a shred of comfort to some 
disappointed SNES fans reading 
this, though, is that it was the 
only console war from which Sega 
emerged victorious during its time 
in the videogame hardware market. 
And while we really don't want to 
keep banging on about the tale of 
the Mega Drive - we've covered it in 
two features now - it is important to 
explain how significant the console 
was for Sega, to appreciate why it 
was so desperate to protract the 
machine's life for so long. 

In brief, the Mega Drive was the 
machine that turned the tide for 
Sega by helping it to overtake the 
then seemingly infallible Nintendo. 
kt was also the first machine to 
make the industry wake up to the 
fact that it is in the West that the 
battle for videogame supremacy is 
either won or lost. With a successful 
machine firmly bunkered down 
inside millions of homes around 
North America, Sega soon realised 
that its 16-bit machine would give 
it the edge in the next console war. 
With this in mind, Sega thought it 
would be better to keep the Mega 
Drive alive with various life-support 
monstrosities rather than support 
the Mega Drive in a soft capacity 
and concentrate efforts on a new 
machine. But with every disastrous 
misstep and commercial flop that 
Sega pushed tentatively out on to 
an eager and passionate market, 
customer confidence dropped and its 
reputation never recovered. 

To put Sega's obsession with the 
Mega Drive into perspective, before 
releasing the Nomad, the developer 
had already released a quite 
astonishing seven separate variants 
and add-ons for the Mega Drive: 
three versions of the unit itself (the 
last variant, the Genesis 3, is native 
to North America only); two add-ons 
in the form of Mega CD and 32X; the 


Multi-Mega; and finally the Mega Jet, 
a screenless portable Mega Drive 
unit developed by Sega for in-flight 
entertainment on Japanese airlines. 
There were also three official 'clone' 
machines by other manufacturers 
saturating the market place even 
further: the Pioneer LaserVision 
variant, which cost a staggering $970 
and was one of the most expensive 
pieces of Sega hardware to ever 

find a release; the quirky Aiwa Mega 
CD portable stereo; and finally the 
Wonder Mega, which was also 
manufactured by Pioneer. 


The Nomad was Sega's third handheld 
after the Game Gear and Mega Jet. 


Launched in North America in 
October 1995, the Nomad retailed for 
$180. kt had a library of over 500 Genesis 
games from launch and never found a 
release in either Japan or Europe, 


The Nomad was the first true 
videogame handheld/TV-based console 
to find a release 


The machine is compatible with 

a surprising number of Mega 
Drive/Genesis peripherals but wasn't 
compatible with either the Mega CD or 
the 32X 


The Nomad was the spiritual 
successor to the Sega Mega Jet, 

a handheld hired out for in-fligiht 
entertainment on Japanese airlines. 


Like the PC-Engine GT, the Nomad is 
one of the very few games machines to 
never receive an exclusive game. 


Originally codenamed Project Venus, 
the machine was then re-christened 
the Nomad (with hindsight, a far more 
befitting moniker) 


While the Nomad is one of the 
lesser-known consoles to come 
charging from the Sega stable, it 
is still an important and ambitious 
bookend to its 16-bit legacy, and 
serves as a memorable last stand for 
Mega Drive's commercial life. Had the 
Nomad been the first in that long line 
of abject Mega Drive failures by Sega 
- for reasons we'll touch on later — it's 
conceivable that the Nomad may 
well have been a far greater success 
than it was. For one, it would have 
certainly seen Sega repeat history 
by releasing a dramatically more 
powerful machine to market (this time 


8-bit Master System, the Game Gear 
is actually the more powerful console, 
boasting a far greater colour pallet 

— it can display over four thousand 
colours as apposed to the Master 
System's paltry 64. And like the Mega 
Jet, the Nomad was based on the 
technology inside the Mega Drive. 

In terms of specs and performance, 
the Nomad is practically identical to 
its 16-bit TV-based cousin. Running 
from the same Motorola MC68000 
CPU, and equalling the machine in 
memory, graphics and sound output, 
the Nomad was the most powerful 
handheld of its time. lts only real 
competition at the time of its release 
were the Atari Lynx and PC-Engine 
GT, both essentially 8-bit machines 
that housed two co-processors to 
bump up the quality of their graphics 
and sound. 

Unlike the Game Gear, however, 
Sega's decision to base the Nomad 
around the guts of a TV-based 
console wasn't down to time 
restraints and a race to get the 
machine to market, but rather to 
capitalise on the strong install base 
the Genesis had garnered in North 
America by tempting Americans with 
Genesis game collections to part with 
more money. What is particularly 
notable about the Nomad is that it is 
the only handheld/TV-based console 
hybrid to find a release, because 
while NEC's PC-Engine GT played Hu 
Cards, unlike the Nomad, it couldn't 
be hooked up to a television. 

The gestation of the Nomad can be 
traced right back to Sega's first foray 
into 16-bit portable gaming: the Sega 
Mega Jet. Licensed out by Sega for 
use on Japanese airlines, the Mega 
Jet took the shape of an elongated 
six-button Mega Drive controller 
but with its own cartridge slot in 
the top. To play games, the Jet was 
plugged into small armrest monitors 
on aeroplanes, and passengers 
could either play their own games 
or select one of the four Sega titles 
packed into the unit. That the device 
relied on a mains adaptor and a 
television meant that, other than for 
the unique job it was designed to do, 
in a portability sense the Jet was bit 
of an oddity. Nonetheless, in 1994 
Sega released small quantities of the 
machine into Japanese department 
stores, and, predictably, like the Mega 
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XX The Nomad is highly sought 


after among retro 


particularty in Europe 77 


Drive, the machine struggled to find 
appeal in the East. 

However, what really made the 
Nomad stand apart from all those 
other Mega Drive variants is that 
it was a completely self-sufficient 
games machine, and therefore 
fully portable. The Nomad not only 
featured its own 3.25-inch backlit 
colour screen, but also included 
an A/V output that allowed it to be 
hooked up to a television using the 
same scart or RF lead that came 
bundled with the Genesis 2, and 
through RGB leads could display a 
fantastic picture. And Sega marketed 
it as such. The box carefully uses the 
term 'portable 16-bit game system” 
on its packaging to explain what it 
was and to try to differentiate it from 
other handhelds that were currently 
on the market. In terms of design, 
its look was lifted from Sega's first 
handheld: the Game Gear. It kept 
the dark, edgier look of its portable 
forerunner and comfortable concave 
D-pad, but boasted six buttons to 
accommodate the later Mega Drive 
releases. Of course, the console also 
benefited from a vast library of over 
500 titles waiting on the shelves from 
launch. Yet despite such promise, the 
machine wasn't without its issues. 

When the console was released, 
Sega had already unleashed two 
very costly add-ons for the Genesis. 
In 1992 they released the Mega 
CD in the US, which retailed for an 
astonishing $300, and two years later 
it unleashed the 32X on the world, 
which came at an additional $170. 
While the unit retailed for almost 
half the price of the PC-Engine GT 
($299), coming so late in the Mega 
Drive's commercial life, and having 


» IMega Drive] Comix Zone was used to promote — 
the Nomad and releasad around the same tme. 
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already asked customers to fork out 
more than double the cost of the 
Genesis to pledge their support to 
Sega, the asking price of the Nomad, 
of course, seemed relatively steep 

to consumers. Furthermore, while 
the Nomad was compatible with a 
surprising number of Mega Drive 
peripherals - including the Mega 
Mouse, six-button joypads, arcade 
sticks, the Team Play Adaptor, the 
Sega Activator, Sega Channel and the 
Xband modem cart to offer portable 
internet access - Sega failed to make 
the machine backwards compatible 
with either the Power Base Convertor, 
Mega CD or 32X add-on. 

This meant that devoted Sega fans 
could only play Genesis carts on the 
machine while the 32X and Mega 
CD games they had more recently 
shelled out for were left out in the 
cold. Moreover, this would have 
undoubtedly sent mixed messages to 
the consumer about the future of both 
the Mega CD and 32X, which were 
already struggling in the marketplace 
at that time. And the problems didn't 
end there. Like the GT, the Nomad's 
hi-res coloured LCD back-lit displays 
were notorious for blurring when 
displaying fast-moving games, and 
because of its small screen, games 
with generally small sprites or tiny 
text, were often difficult to play. While 
the Nomad's high-resolution screen 
did allow Mega Drive games to look 
better than ever, in games like 
shmups, where the action 
scrolls quickly, the screen 
was prone to blur and 
lose definition. The screen 
was also one of the biggest 
factors behind the handheld's 
meagre battery life, which 










a * » 
The Game Genie Trick 


Apparently, one way to solve the issue 
of some early third-party Mega Drive 
games not working on tha Nomad 

is to use the 'Game Genie Trick”. It 
basicalhy requires you to plug the 
problem cartridge into a Game Gear 
while it's in the “off position. The Game 
Gearis said to lend the cartits own 
checksum, bypassing the regular one 
inside the cartridge that the system 
doesn't like all that much. Admiredly, 
we've nottried this ourselves, so we 
can't be 100 per cent sure this method 
works. In principle, though, it sounds 
like a reasonable way to overcome the 
checksum issue said to be atthe root of 
the problem 
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State Of Play 


Generally, importing games for handhelds 
requires far less hair-pulling than it does 
for TV-based consoles. Most handhelds 
are multi-region and require no hacking to 


play games from any territory, The Nomad, 


however, is one of the few handhelds, 
along with the NEC PC-Engine GT, to 
include region lockout. As the Nomad is 
essentially a portable version of a larger 
home console, all security measures are 
passed down to the machine, likely why 
it's known to struggle when playing some 
third-party software, As a result, out of 
the box, the Nomad will only play Genesis 
carts. However, itis possible to mod the 
machine and skirt the problem, Console 


Passion offers a full modification job for just 


£25 and that price includes a 50Hz/60Hz 
toggle and language switches to boot. 
Soifyou're desperate to play classics 
like Yu Yi Hakusho on the go, visit www. 


consolepassion.ca.uk for more details 











» The appearance of the Nomad was clesrhy infuencod by 
the Game Gear. 
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offered just three to four hours of 
juice from AA batteries. And while a 
rechargeable battery pack and A/C 
adaptor was made available for the 
unit, its paltry four hours was clearly 
a contributing factor to the mounting 
problems that were diminishing the 
Nomad's appeal. Customers also 
complained that they experienced 
problems when trying to run early 
Genesis carts, although there is a way 
to circumvent the problem in some 
titles (see The Game Genie Trick). 
Like any console release, the 
Nomad's success relied heavily on 
timing. And cruelly, the time Sega 
opted to release its sophomore 
portable machine could not have 
come at a worse time. In 1995, 
Nintendo's all-conquering Game Boy 
— the most successful videogame 
console of all time — was 
= about to receive a game 
that would re-ignite 
interest in the then 
eight-year-old handheld. 
Working with fellow 
videogame developer 
Game Freak, Nintendo 
released Pocket 
Monsters (or Pokémon 
as it is known in the 
West) on the machine 
and unleashed a global 
craze that further enforced 
Nintendo's vice-like grip 
over the handheld market. 









Sia. 


n [Mega Drive] Say what you lke about the Nomad, ts the only legal way ta play SORZ on a plana. 


Furthermore, it was in this year 

that the Sega president at the time, 
Hayao Nakayama, announced that his 
company would be ceasing support 
for the Mega Drive/Genesis. The 
company was turning its efforts to its 
new 32-bit console, the Sega Saturn, 
which had already been released 

in North America that summer, 

a few months before the launch 

of the Nomad. This was a gross 
misjudgement on Nakayama's part. 
lt's believed that Sega's decision to 
drop the 16-bit market outright, thus 
handing it over to Nintendo, cost the 
company millions of dollars. Not only 
had they further enraged customers, 
but also, in dropping the Mega Drive 
so soon after releasing yet another 
newfangled variant of the machine to 
market, Sega had also handed its rival 
two years” worth of trade inside a 
market that it could now monopolise. 
And Nintendo responded duly 

with late Super Nintendo releases 
including Donkey Kong Country 3, 
Doom and Harvest Moonin the US, 
plus a slew of other titles launched in 
the US between 1996 and 1997. This, 
coupled with Sony throwing its hat 
into the videogame hardware ring 
with Sony's PlayStation in September 
1995, was the final nail in the coffin 
for the Nomad in the US. It had seen 
one of the quickest demises of any 
high-profile videogame handheld in 
history, and by 1999, stores of Toys 'R 


» The Ava Mega CO/CO Player, one afthe 
most bzarra Mega Driva variants thare is. 








Us were trying to shift stocks of the 
console for as little as $50. 

Owing to its low numbers, US 
isolation, and short commercial 
existence, today the Nomad is highly 
sought after among retro collectors, 
and particularly by enthusiasts in 
Europe. With prices fetching between 
£90 to £150, depending on condition, 
the Nomad has increased in value, 
and with a library brimming with 
games, it's still very much a handheld 
oozing longevity. 

Had Sega cottoned on to the 
concept of the Nomad before the 
Mega Drive 2, and rolled it out 
as a true successor to the Mega 
Drive - marketed it as the portable 
console/handheld hybrid it was 
- then perhaps Sega may have 
succeeded in its original goal to 
prolong the life of the Mega Drive 
in the US. After all, the portable 
benefits of the Nomad would likely 
have been a popular selling point 
for the type of gamer among which 
the Genesis was popular. Sega had 
marketed the Genesis at teenage 
and more adult gamers, so releasing 
a games console that students and 
teenagers could easily throw in bag 
and ferry to friends” homes would 
have undoubtedly been an attracting 
prospect. It's ironic, then, that Sega's 
last hurrah in its bid to prolong the 
life of the Mega Drive could well have 
been its best. 
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PERFECT TEN 


DR ROBOTNIK'S MEAN 
BEAN MACHINE 


» RELEASE: 1993 

» PUBLISHER; SEGA 

» CREATOR: COMPILE 

» BY THE SAME DEVELOPER: ALESTE 

0 H you're looking for an excellent puzzle game to 
play on your Nomad, then look no further. Based 

on the Sonic cartoon, Mean Bean Machine was a Puyo 

Puyo-style puzzle game by Puyo Puyo creator Compile. 

Players battle against Robotnik's cronies in a race to 

match coloured jellybeans as they cascade down the 

screen. The game features 13 stages and a handy 

password system, so it's perfect for dipping in and out. 

lts colourful graphics and single-screen action make 

it great for the Nomad's display. Incidentally, there's a 





DEVIL CRASH 


» RELEASE; 199] 

» PUBLISHER: TECHNO SOFT 

» CREATOR: IN-HOUSE 

» BYTHE SAME DEVELOPER: THUNDER FORCE IH 

0 We reckon that Devil Crash's Gothic pinball 
action is perfect for the Nomad. With simple 

controls (the left flipper is controlled using any button 

on the D-pad while the right flipper moves using a face 

button), take-it-in-turns two-player multiplayer, and big 

chunky graphics - not to mention addictive gameplay 

perfectly suited to short bursts —- it ticks all the boxes. 

While Techno Soft's classic may only have one table to 

play on, there is still plenty of game to discover, with 

the main table leading you into six hidden bonus mini- 

tables and all sorts of freakish targets to smash. It's a 





pretty decent version available for Game Gear. 


STORY OF THOR 


» RELEASE: 1994 
» PUBLISHER: SEGA 
» CREATOR: ANCIENT 
» BY THE SAME DEVELOPER: ROBOTREK 
0) The Nomad often struggles 
to display small text crisply, 
and games with tiny words tend to 
be adventure games. One RPG that 
doesn't fall into this bracket is Story 
Of Thor, one of the latest Mega 
Drive RPGs. Like Zelda, the hero, 
Prince Ali, uses the powers of four 
good spirits to save his kingdom 
from an evil ne'er-do-well. With 
chunky visuals, fantastic music by 
Sega music maestro Yuzo Kushiro 
and compelling gameplay, this 
is a classic addition to any Sega 
collection. While this still features 
a fair amount of blur, it's never 
anything more than a niggle. 








qua SRT MD 


RANGER X 


» RELEASE: 1993 
» PUBLISHER: SEGA 


» CREATOR: GAU ENTERTAINMENT i 


» BYTHESAME DEVELOPER: 
RESIDENT EVIL CODE: VERONICA 
0 The first and last game by 
Gau Entertainment, before 
the studio was folded into another, 
Ranger X remains one of the best 
looking Mega Drive titles ever. 
Essentially just Cybernator meets 
Silkworm, in Ranger X you pilot 
the eponymous assault suit, which 
is accompanied by a motorbike, 
and which the player can move 
independently. Hard as Charles 
Bronson, and just as colourful, 
Ranger X was an underplayed MD 
shoot-'em-up classic that, owing to 
its chunky visuals, works brilliantiy 
on the Nomad's tiny screen. 


art 


must own for any Nomad collection. 


OF ILLUSION 
ARRINO MICKEY 
MOUSE 


» RELEASE: 1990 

» PUBLISHER: SEGA 

» CREATOR:INHOUSE | | 

» BY THE SAME DEVELOPER: 

SONIC THE HEDGEHOG 

0 From its captivating 
opening to its lavish cartoon 

visuals, inventive level design, and 

pick-up-and-play gameplay, Castle 

Of Illusion is a quality Mega Drive 

platformer that makes the transition 

to Nomad brilliantty. Criticised for 

its sedate pace compared with 

other classic platformers (notably 

those starring a certain blue 

hedgehog), Castle Of Illusion is 

actually more Nomad-friendly, as 

less blurring and colour smudging 

occurs during the action bits. 
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GAMES 


Taking into account Nomad's small screen and those blurring issues, we 
recommend the very best titles to pick up for the handheld. Just make sure 


you have a converter for playing games from different regions 
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SPLATTERHOUSE 3 


» RELEASE: 1993 


» PUBLISHER: NAMCO 
» CREATOR: NAMCO 
» BY THE SAME DEVELOPER: TIME CRISIS 
0 Until the release of 
Splatterhouse 3, the series 
was just a gory grindhouse version 
of lrem's Kung Fu Master. its hero 
Rick ploughing his way through 
scores of mutant freaks instead of 
guys in pyjamas to reach his love, 
Jennifer. For Splatterhouse 3, 
Namco tweaked the formula, 
Rather than work your way from 
one side of the screen to the other, 
Rick battles through mazes of 
rooms, looking for a doorway that 
will lead him to the next bit of the 
game. With simple gameplay and 
giant sprites, Splatterhouse lent 
itself brilliantiy to the Nomad. 


£ x02 


STREETS OF RAGE 2 


» RELEASE: 1993 
» PUBLISHER: SEGA 
» CREATOR: SEGA 
» BY THE SAME DEVELOPER: SHINOBI 

Cited by many as 

Mega Drive's greatest 
brawler, Streets Of Rage 2 was 
a magnificent sequel and Sega's 
answer to Capcom's arcade smash 
Final Fight, which Nintendo had 
secured the rights to for SNES. 
Sega won hands down. Pumping 
the original SOR graphics full of 
performance-enhancing steroids, 
adding characters, moves, levels, 
bosses, and more of that excellent 
Yuzo Koshiro music, it remains the 
ultimate side-scrolling brawler for 
the Nomad and just so happens 
to be one of the finest sequels in 
videogaming history. 
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TOY STORY 


» RELEASE: 1996 
» PUBLISHER: SEGA 
» CREATOR: TRAVELLERS TALES 
» BY THE SAME DEVELOPER: SONIC 3D 
Appearing late in the 
Mega Drive's life (1996), Toy 
Story was one of the machine's 
best-looking platformers. Utilising 
a similar 3D graphical technique to 
Rare's Donkey Kong County to give 
character sprites a real pop, the 
game looked superb. With a variety 
of levels based on key scenes 
from the film, including a neat 
Wolfenstein FPS section set inside 
a grabbing machine, and a nifty 
racing level that was exclusive to 
the Mega Drive conversion. Owing 
to its beefy visuals and charm, Toy 
Story is a handheld gem you'll 
want to replay again and again. 
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» RELEASE: 1995 
» PUBLISHER: SEGA 
» CREATOR: IN-HOUSE 


FIGHTER Il SPECIAL 
PION EDITION 


» RELEASE: 1993 
» PUBLISHER: SEGA 





» BY THESAME DEVELOPER: SHINING FORCE II 
0 Released around the same time as the Nomad 

and used to demo the machines on its packaging, 
Comix Zone was perfectly matched to Sega's handheld. 
A side-scrolling beat-'em-up set within the panels of a 
comic book, enemies would be drawn in front of your 
very eyes and the action played out against a fantastic 
rock soundtrack. What Comix Zone lacked in longevity 
- it only had three stages, two levels deep — it more 
than made up for in ambition and presentation. Sadly, 
like the Nomad, the game came to life a little too late for 
Sega to really capitalise on its quality. So it's a fitting 
game to be playing on a Nomad. 





» CREATOR: CAPCOM 

» BY THE SAME DEVELOPER: MERCS 

1 Looking for a one-on-one fighter to enjoy while 
out on the road? Then grab a copy of Street 

Fighter Il Champion Edition. The Nomad's six buttons 

and concave D-pad are perfect for frantic sessions 

on Street Fighter Il. The only problem is that to play 

against friends you'll need to connect your machine 

to a TV as fighting over the small display isn't that 

enjoyable. Outshined by Street Fighter Il Turbo, the 

Genesis port had a few aces up its sleeve: it included 

the arcade attract screen, a team-battle mode and 11 


speed settings. 
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» |SNES] Zebas was an atmospharic setting, with a variety of 
enviranments gven life hy the new SNES hardware. 


IN THE RNOU 


» PUBLISHER: NINTENDO 


» DEVELOPER: 
R&DIINTELLICENT SYSTEMS 


» RELEASED: 1994 
» GENRE: SCI-FI ADVENTURE 
» EXPECT TO PAY: FIO 


*[SNES] The icone Morph Ball has its roots in the lo-fi 
NES's inability to convincingiy animate a crawiing Samus. 


THE MAHING OF: SUPER METROID 


15 years on from the release of this 
legendary Super Famicom classic, Jonti 
Davies visits Nintendo HQ to scale the 
summit of the Metroid series with director 
Yoshio Sakamoto 


« Sakamoto also drected Metroid Fusion and Zero Mission 


eading back up to 

ground level as | leave 

the immaculate subway 

at Jujo Station in the 
south of Kyoto, | walk through this 
remarkably unremarkable suburb 
until | see the big white block that 
houses Nintendo's contemporary 
headquarters. The gates to NCL are 
manned by two portly, middle-aged 
guards who seem to project a faintly 
threatening presence, which is 
comically undone as | notice, behind 
them, in the back of their little 
booth, a stash of NCL-manufactured 
toy guns apparently left over from 
the Seventies and a selection of 
Nintendo character plushes from 
the Famicom era. This may not be 
the original Nintendo HQ site, but it 
clearly retains the company's history 
like a hoarding retro gamer hangs on 
to loose carts. 

Inside, beyond the pristine lawns 
and shiny entrance, | enter a marble- 
floored, austere world whose foyer 
is staffed by painfully polite and 
correctly spoken Nintendo officials. 
Eventually I'm led into a meeting 
room on the ground floor, where | 
sip the o-cha kindly provided by the 
demure NCL woman as | wait - and 
slightly nervously revise my notes and 
cue my Dictaphone - until a smiling, 
ponytailed artist type arrives and 
immediately makes his introduction. 
This is Yoshio Sakamoto, producer 
of Super Metroid back in the early 
Nineties and still an integral Nintendo 
developer today. “Hajimemashite. 
Yoroshiku onegai shimasu.” 

Sakamoto has brought with him a 
small booklet containing an overview 


of Super Metroid to aid his memory — 
the game was completed 17 years ago, 
but the Metroid legacy stretches back 
two decades — as we chat. 

"To start with, there was the 
Famicom Metroid game,” he recalls. 
Sakamoto worked on that first 
Metroid adventure, and its relevance 
to Super Metroid is particularly 
important because of the unchanging 
core concept of the 2D Metroid 
games; a core that was formed in said 
Famicom Disk System original of 1986. 

“My boss [producer Makoto Kanoh] 
told me that Metroid was really 
popular in North America, so he 
encouraged me to produce a new 
Metroid game with the high-quality 
graphics that were becoming possible 
thanks to the Super Famicom. Of 
course | said, Yes, I'd like to try doing 
that The game design and concept 
had already been established before 
Metroid Ilwas produced for the Game 
Boy,” Sakamoto explains. “When it 
came to making another sequel, this 
time for the Super Famicom, we 
really wanted to see how far we could 
push the SFC to generate greater 
power of expression and enhance 
the appearance of the game world, 
all while working with a basically 
unchanged concept. That was our 
initial motivation as far as Super 
Metroid was concerned: to build on 
the expressiveness of Metroid Il and 
achieve greater presence, something 
closer to a reality.” 

Sakamoto had nothing to do with 
the development of Metroid Il - at 
the time his services were required 
elsewhere within NCL - yet that 
sophomore title in part shaped the 
plan for Super Metroid: “As the last 
scene depicted Baby Metroid being 
born right in front of Samus's eyes... 
well... there's no real explanation for 
that in the course of the games, but 
that scene was another source of 
incentive for us in that we wanted to 
follow on from that ending, linking 
Metroid Il with Super Metroid We 
were determined to keep the 
same world-view and maintain the 
continuity of the story.” 

Aside from the basic formula of 
play that was set in motion by Metroid, 
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Metroid Il: Retum Of Samus 


This monochrome curio tre aci Samus 
to the Metroid home d of SR388, its 
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Metroid Fusion 


Taking th D fetroid template into the 21st Century, 
and a vit rio Sakamoto at the cre; 
Metroid Fusion found Samus once mo 
destruction of a game world. Only this time Samus was 
the knowing perpetrator. 


Metroid Prime 


Retro Studios” first person adventure spin on the 
Metroid template sold 1.5 million copies n the »Un tec ed 


n E ec 
rved outa niche for Se 
the next ger tion, cleverty sidestepping the FPS genre 


Metroid: Zero Mission 


Zero Mission's retelling cdi the f dad Metro á gar ne 
gt w th ia Fus 
Bv th 
atana nd sales vt reach six figures in 
Japan;as 
the FDS original. 


Metroid Prime 2: Echoes 


The first Metroic me to feature a multiplayer mode, 
* its inclusion was s 
Jd enythim 
player adventure. E 
translating more Y es to à 3D context, 


Metroid Prime: Hunters 


d by NST, the outfit behind títies 
such as Ridg 3 
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Metroid Prime 3: Corruption 


The final release in the Prime trilo effectively brought 
the modem Metroid experience « rin line with the 
FPS genre, combining Remote-directed shooting and 
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Metroid Prime Trilogy 
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experimental stage staffers could 
easily begin their work. At the time, 
the SFC was reputed to be difficult 
to develop for. Depending on how 
you partitioned the Super Famicom's 
video RAM, which looked after the 
sorting of image information, the 
scope of possibilities would change 
wildly. Knowing that you could 
diminish the VRAM's potential by poor 
partitioning was useful information, 
because it meant we could think 
about how certain things could or 
couldn't be achieved, and how we 
could work around those limitations. 
Às we were migrating from the 
Famicom to Super Famicom, really 
everyone - not just Nintendo but 
other developers too - seemed to 

be having fun testing the feature set 
of the new hardware. That went for 
us, too: | remember often thinking, 
*Oh, | had no idea we could even do 
this!" The graphics and sound were 
fantastic, but we were still driven by 
wanting to [not] be outdone by the 
arcade games of the time.” 

To a man, the developers supplied 
by IntSys to work on Super Metroid 
were all programmers. In spite of the 
various backgrounds of the Super 
Metroid team, there was apparently 
no NCL-IntSys rivalry; no factions, just 
harmony and productive co-operation. 
Key team members from the 
Nintendo side included Makoto Kanoh, 
the producer, the guy who instigated 
the project; my interviewee, Yoshio 
Sakamoto, who was the director 
in charge of game design; and 
Tomomi Yamane, who was the figure 
Sakamoto regards as having been 
the “main” designer: “He was very 
skilled and was particularly interested 
in the hardware stuff, consulting with 
the IntSys people as to what kind of 
images could be displayed.” 

Even though the team's objective 
was to build on the success of 


a ” l ” td ” 
: 3 4 t = l e 
n [SNES] Super Metrow! used the full range of special effects 
available to the SNES far its bosses and environments. 


Metroid and Metroid ll, only three of 
the original Metroid team, including 
Sakamoto himself, worked on 
Super Metroid: “The rest of the 
[INCL side] was made up of young 
trainee developers,” he recalls. “Of 
course young people can be quite 
impertinent - and those on the Super 
Metroid team certainly were — but | 
think that's quite important in a way. 
These young people had enough 
about them to help us a lot. There 
were many different personalities 
in the Super Metroid team, which 
was à good thing. It was a harsh 
development environment, so 'm 
sure that some of the staff didn't enjoy 
the work, but generally the team was 
full of the “Let's go for it!” spirit. | think 
that was partly because of the timing 
as well, what with the Super Famicom 
pushing everything to the next level.” 
The “next level” wasn't merely 
the notion of advanced graphics and 
sound: it was also a matter of the 
expansion and improvement of level 
design. However, Sakamoto and team 
were reluctant to drag Super Metroid 
into the realm of storytelling methods 
utilised by RPGs and other adventure 
games. “We really didn't want to 
explain things to the player using too 
many words,” Sakamoto states. “We 
just wanted to let them play and be 
able to work things out for themselves. 
For example, say there's a mechanism 
where you need to climb up a ladder 


» [SNES| Tha open-ended gameplay meare that 
Super Metralhas become popular for speed runs. 
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and place a bomb there in order to 
advance, as one component in the 
solution of a [gameplay] riddle; if that 
was all you needed to do in order to 
get through to the next area, you'd 
miss all of the other mechanisms 
we'd put in place and wouldn't even 
realise that certain parts of the game 
existed. We wanted players to explore 
everything we'd made and then move 
on. That's why we designed the maps 
in such a way that the player couldn't 
escape without exploration, or in 
such a way that the player would end 
up back at a starting point before 
advancing. The player would be 
cornered/driven and would eventually 
be forced to stop and say, “Right, how 
should | think about this area?' That's 
the essential point of Super Metroid's 
map design. Not using words meant 
that the player had to “feel” his/her 


mm 
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DONKEY KONG JR 

SYSTEM: ARCADE, FAMICOM DISK 
SYSTEM/NES, ETC 

YEAR: 1982 

KID ICARUS (picrurED) 
SYSTEM: FOS/NES, GBA 

YEAR: 1986 

METROID 

SYSTEM: FDS/NES, GBA 

YEAR: 1986 
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way through the game — and that's 
how we wanted it to be. When they 
discovered something new — a new 
item or new location — we wanted the 
player to feel that he/she had made 
that discovery independently, without 
help from the game.” 

R&D1 went to great pains to 
achieve the fine balance seen in Super 
Metroid's item locations, puzzles, boss 
encounters, and in Samus's acquired 
abilities and inventory use. It wasn't 
simply the case that everything fell 
into position at the first attempt at 
design either, as Sakamoto reveals: 

“In a stage following on from an 
area where the player made lots of 
discoveries, we'd hold back from 
pushing the player too far in order 
to avoid repetition. Balance between 
difficulty level and player discoveries 
was crucial. We wanted to avoid 
creating an on-rails experience - we 
wanted the player to feel free. But 
it was incredibly difficult to get 
that balancing act right. We'd 
been designing levels in 
« this way since the first 
game, so we had a 
lot of experience 
but we still needed 
to experiment and 
build and rebuild.” 
As well as 
being a Metroid 
debut for most 
of the team, Super 
Metroid marked the 
Super Famicom debut for all 
concerned. Naturally, this step up 
presented some hurdles that even 
the advice of IntSys couldn't equip 
the team to surmount. “One problem 
with the shift to the Super Famicom,” 
Sakamoto says, “was that it meant we 
suddenly needed a lot more sprites 
and artwork, so we shared the map 
and enemy design responsibilities 
throughout the team, with everyone 
making some input in those areas. But 
then doing that resulted in a complete 
mishmash of styles because of each 


designer's individual preference, so 
in the end | had to ask Yamane to 
retouch everything that had been 
submitted, bringing it all together as 
one consistent design.” 

Remarkably, there was no friction 
within the team even during the 
frenzied last stage of development, 
although there was something of 
a bad smell: “During the final six 
months of development | didn't 
know where | lived any more; the 
Nintendo building — not here, but the 
old place [in Higashiyamal - became 
like a boarding house for the Super 
Metroid team,” Sakamoto grins. “It 
got to the stage where | really don't 
remember going home at all! There 
was a nap room where it was okay 
to sleep, but sometimes it was full [of 
sleeping, overworked Super Metroid 
staff] - those were the worst times, 
when | wanted to sleep but couldn't, 
and | didn't have time to go home! 


wrath of a Nintendo demigod: Gunpei 
Yokoi. In his early 50s at the time of 
Super Metroid's production, Yokoi was 
the game's general project manager 
but did not exercise any hands-on 
control. Sakamoto remembers how 
his superior viewed Super Metroid: 
“Yokoi-san, who at the time was my 
section chief and who always had 
fresh ideas, was always angry when 
he saw us all completely absorbed 
and working crazy overtime on Super 
Metroid. He came in and said, 'Are 
you lot trying to produce a work of 
art or something?' [Laughs] But this 
was an epic and we were already way 
past our deadline, and it seemed we 
were getting progressively further 
from our objectives - Yokoi-san was 
becoming angrier with us day by day 
during that period. We weren't aware 
of it, but Kanoh was given a warning 
by Yokoi-san. Although he was really 
unhappy with us, and even though 


— We didn't want to explain 


things to the p 


layer. We wanted to 


let them be able to work things 
outfor themselves | 


There were always between ten and 
fifteen of us in the office through the 
night, so we had to take naps in turns. 
The nap room wasn't being cleaned 
or looked after at all, because we 
were always using it; one morning 
staff from another area came to 
wake us up and told us that the room 
smelled like a z00. Another Nintendo 
employee put a room freshener in 
the nap room, but that only made the 
place pong even worse. Everyone 
in Nintendo gave us funny looks,” 
Sakamoto laughs. “It's quite sad 
having only these kinds of memories!” 
Our talk soon takes a tum from 
development room stench to the 


he wasn't the type to dish out praise, 
Yokoi-san was constantly playing 
Super Metroid once we'd finished it 

— he was hooked. He was playing it so 
much that | wondered what he was up 
to. [Laughs] When other developers 
brought their action games to 
Nintendo, he'd always compare them 
with Super Metroid and invariably 
ended up recommending the third- 
party developer to 'go away and play 
Super Metroid. That's how fond he 
was of our game. | suppose this is a 
better memory than the smelly nap 
room anecdote,” Sakamoto laughs. 

"Super Metroid was released in '94,” 

he continues, “and development had 
taken us between two and three years. 
| don't know how it was perceived 
throughout the company, but the 
timing was such that all teams were 
focused on putting out lots of new 
SFC games, so there was obviously 
some expectation that we deliver with 
Super Metroid. We definitely had a lot 
of support and understanding of the 
game's concept from people related 
with the project, and that helped to 
ensure that we did a good job.” Which, 
as everyone who has played the game 
will quickly attest, is à monumental 
understatement. And if it was good 
enough for Gunpei Yokoi, it's certainly 
good enough for us. 
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» [SINES] The last-minuta escape from the self-destructing 
staton has became & familiar opening for Memasi games 
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» [SINES] The way m which nenw abilities open up new 
areas has been aftan copied snce Super Metros release 





»[SNES] Super Metroi's sprawling maps serthe 
standard for the genre on à new eraton of consoles. 
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The big bosses 


Kraid 

This first major boss 
character is literally a 
monster: he probably 
missed out on a role 

in the Chewits adverts 
purely because he was 
overqualified. Kraid's weak 
point is his gob, although 
he uses his whole being 
to launch quasi-organic 
thorns and fireballs in 
Samus” direction. 


Phantoon 

À good example of 

the Super Famicom 
hardware's transparency 
effects, Phantoon at 
times appears to be an 
appantion; this boss's 
trick is to flit between 
protected translucency and 
a devastatingly powerful 
solid state, and he likes to 
launch endless rounds of 
flaming blue orbs. 


Draygon 

This yellow-bellied, 
oversized crustacean is 
more than just a simple 
typo. Draygon is a mean 
swimmer, and its weak 
points are protected by 
the shell of a giant lobster. 
Slightly perversely, Super 
Metroid encourages you 
to vanquish Draygon by 
electrocuting it until its 
flesh tums purple. 


Ridley 

An homage - in name 
alone, obviously — to Alien 
director Ridley Scott, 
whose film was a major 
inspiration to the series, 
this senior Space Pirate 
appears once at the start 
of Super Metroid and 
again, in more powerful 

— yet paradoxically more 
vulnerable — form, towards 
the end of the game. 






Mother Brain 

The enigmatic final boss of 
Super Metroid is essentially 
a lump of deskulled brain, 
However, Mother Brain 
protects itself with dynamic 
weapons and the glass 
casing of a robo-suit, 

and when that fails, it 
connects to the neck of a 
bio-mechanical bodysuit. 
Afterwards, Samus again 
has to run for her life. 
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telievabie his, but they were Se having your entre world titon you a bonus track, featuring either , 
nothing compared to Power Drifts RES comers was something else. The > the Fi4 from Afterburmerar the tado staton, a fumiture store, plus 


Bilboards include a rea American 
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THE GONVERSIONS 


Eres = 1 


nph. All the drivers, all 
ali the do n one load. The road is 
asirr e grey, but vou can still 'fall off" 
K n and we're not 
ci cast port as that 
just wouldn't be fair on the others. 


This port is very different from aí the 

others, with a new driver selection 
and intro animations. In-game, 
É e Of movement, 

with a pretty good re 

log” roads. Playability is 

poor visibity due to tight co! 

a very low horzon 


Predictaby, CPC gamers get a similar 
design to the Spectrum n, vit 
of colour the onhy notable 
In the case of Pomer Drift, 
tha: makes a big differer 


128K users get a single load. 48K 
users don't Only five driver mugsh 


dueto 


t stand 
ground. Unlike 
aring 


Sure it he 

screen, track intros and secret 
vehicles. They even added a mouse 
steering « | But p don't press 
Star. During straignts ng 

pio of road w 1 vou. And 
wfen you ht the comers, they re so 
tght you re guaranteed to oversteer 
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“Dut of the versions 

have played (Cós and 
Speccy), the Có4 version 
is pure brilliance, Not only 
is the game technically 
clever, but it's also brilhant 
fun” = pottyboy 

“The CFC version is 

a very good game, 

but | have seen the 
Commodore game on 
YouTube and was very 
impressed" - — Seadog?h 
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» Name: Operation Wolf 

» Released: 1987 

» Publisher: Taito 

» Developer: In-house 

» Price: Between E 100-400 
depending on condition 


» By The Same Developer: 
Chase HQ 
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he words “Operation 

Wolf will likely conjure 

up one image in your 

memory: summer 

holidays spent down 
your local arcade with a pocketful 
of lives and a beaming smile as you 
blow away enemies like candles on 
a birthday cake. lts action-packed 
cabinet art, showing a Green Beret 
firing a machine gun while carrying 
a hostage, coupled with a realistic- 
looking Uzi with which to mow 
down virtual militia, was enough to 
make even the most ardent pacifist 
slot a coin down its throat. 

Taito's Operation Wolf wasn't the first 
gun game to appear on the scene, but 
with a loud echo of the Rambo films 
emanating from the coin-op, it quickly 
became one of the most popular, able 
to tum a small child into a gun-toting 
hero, and, because the enemies all 
looked like G/ Joe characters, parents 
didn't bat an eyelid 

While light gun games had appeared 
on the scene as far back as the late 
Thirties, Operation Wolf was really 
the first to have a story tying together 
its levels: your mission is to locate 
and rescue five hostages and then 
help them escape to safety. The early 
stages see Roy Adams trying to find 
the concentration camp where the 
hostages are being kept, and he does 
this by interrogating an enemy officer 
Then, after a brief detour to save a 
village, Roy arrives at the camp, frees 
the prisoners and must provide covering 
fire as they run into the back of a C-123 
military transport aircraft making its way 
down a runway. 

One interesting aspect of Operation 
Wolf is the fact that your efforts in the 
field affect the outcome. At the end of 
the game, the President will either be 


COIN-OP CAPERS: OPERATION WOLF 


singing your praises or npping shreds 
off you, depending on how many of the 
hostages you rescue, making Operation 
Wolf as well as Taito's Bubble Bobble 
(1986) and Arkanoid (1986), one of 
the earliest arcade games to feature 
altermate endings. Weirdly, and contrary 
to this thinking, in the original Japanese 
version, the player is given the choice 
of which order to tackle the missions in; 
an option that appears in the Japan-onhy 
PC-Engine port 

The enemies that Roy 
faces include a variety 
of different soldiers and 
vehicles, and thanks to 
the fact that a stage only 
ends once a set number 
are destroyed, the action 
maintains a manic pace. 
But it isn't completely 
one-note, as the player 
must conserve ammo 
and also be careful to 
avoid shooting civilians 
that run into the fray. 
The latter feature has 


COINSODPCAPEARS 


we take a definitive look back at the classic 
arcade game from Taito and unravel its sheer 
brilliance through those who know it best 


since become a staple, if annoying, part 
of gun game gameplay. 

Since its release there has existed a 
small shadow of doubt as to whether 
Operation Wolf is actually a light gun 
game or not. As the gun is bolted 
to the arcade cabinet, many believe 
the game's controls actually work 
by having the crosshair on its screen 
steered by the gun mechanically, as 
opposed to light sensor technology. 
Well, the truth is that Operation Wiolf's 
Uzis did utilise the technology, but, 
as the light sensors were unreliable, 
manufacturers decided to rethink how 
the crosshair was controlled. They 
opted to use mechanical controllers 
with a potentiometer that would track 
the movement of the gun and relay the 
information to the screen. Operation 
Thunderbolt, Operation Wolf s sequel, 
utilised this change 

Such was the popularity of Operation 
Wolf it was ported to pretty much 
every platform in existence, with 
impressive ports by Ocean found on 
the Amiga, ST and various 8-bit micros, 

and TurboGrafx-16, Master 
System and NES conversions 
by Taito. More recently, 
the NES version of 
the game was made 
available to download 
on Nintendo's Virtual 
Console last year, and 
an arcade perfect-ish 
port was released as 
part of Taito Legends, 
alongside Taito's Space 
Gun. Sadly, neither 
game was given light 
gun support. x 


HOSTAGES 
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» Name: Rudy Chavez 
» Age: 33 
» Date of Birth: 09/04/1975 
» Current World Records: 
Superman (coin-op) 
1,9214900 points 
Mercs (coin-op) 
999.990 points 
Alien 3: The Gun (coin-op) 
17,630,000 points 


Retro Gamer: So do you 
remember the first time you saw 


Operation Wolf? 


Rudy Chavez: Yes. VVhen | was a 


in a quarter, hit the start button and 


explode 
shaking 


Rambo firing on those 
and learnt right away 


rocket b 


nt alone to and State of 
from a distance 
hat | thought 
je. | was 
Jun, 
) graphics, so | put 


th excitement with the 
1€ 


recoil feel of the gun. | felt like 


quernilia soldiers 
ow to use the 


bs correctly. 


“hampion o 


r 


mes like Alien 3: The Gun, which | 


also hold the world record on 


RG: Can you tell us a little 
about your impressive high score 
on the game and what it feels like 
to be the Twin Galaxies MAME 
World Champion? 


n the title World 


cialhy for a big reason, and 


that is | try to go further than what is 
already necessary to set a world record 
| raise the 
up and dec 


vel of difficulty all the way 


ate it from start to end 


Rudy demonstrates hys skills at the warld- 


famaus Funspot 


RG: Do you remember the first 
time you finished the game? 


RC: | ke 


pttn 


ide in New Hampshire 


with no loss of life. MAME supports 
many types of control devices. The 

three basic classes of controlle e 
keyboard, mouse and joystick, and you 


may be wm ft easier to use a 


RG: So what are the main 
advantages and disadvantages 
between using a gamepad and light 
gun for the game? 

| wepad gives a positioning 
elps you fire at enemies 
accurately, but moving it Is time 
consuming and making a rapid decision 
during an unexpected heavy firefight 
can b 

The light gun offers true aiming 

accuracy and 


directior 


The mouse g 
crosshair with sm 


3 to finish 

Bionic Commando (MAME) t 

2,251,090 points 

Chase HQ (MAME) ths 

11,071,500 points frustration, and only stood 

watching other gamers play 
until | saw this one person 

mowing down the 
enemies quickly and 
tactically. It was so 
amazing that he even 
coped it a few tmes. | 

garnt his tactical se 

that helped me to keep 

looping Operation Wolf 

t hen. | now utilise 

my skills on the MAME 

version, but | also play 


other tional fixed gun 


Listen up, maggots. To ensure you don't come home in a body 
bag, you'll need to know what you're up against... 


striking. Aim 
and put him down quickly 


Boat 
The boats only make an 
arance in the jungle sta 


Armoured Truck 
eing that these s 


eel and have a app 
and are th 
out, Aim for the gunne 


A FEL TASSO SETA LES 
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speed, but the durability of the mouse 
may fail during long gameplay of input 
stress at a greater rate. An example is 
rapidiy clicking and gnp pressure. Also 
it's an absolute hand workout once you 
are two hours into the game 


E RG: As well as the obvious, what 
are the main differences between 
the MAME and coin-op versions of 
Operation Wolf? 

RC: The real arcade [machine] of 
Operation Wolf is far superior for 
many reasons. The cabinet has a 
mounted metal Uzi gun with force 
feedback and mechanical vibration 

to mimic the feel of recoil every time 
you pull and hold down the trigger 
MAME cannot replace the real deal; it 
can emulate any arcade game but not 
the actual feel of it. 


E RG: Can you tell us a little more 
about your Operation Wolf world 
record? How did you manage to 
reach such an impressive score? 
RC: My world record Operation Wolf 
MAME score of 16,316,700 is one of 
my best long-endurning challenges l've 
accomplished. |t took around four 
hours to complete and | had to 
continually move my mouse rapidly, 
finng and blasting the enemies 
constantiy, since this was set on the 
hardest difficulty setting. It was hellish 
whenever | looped the game, and 

the only rest | had was when a stage 
was completed or the last mission 
was finished. | was determined to go 
the farthest | had ever done and when 
| did it | was so thrilled 


E RG: How did you manage to 
maintain concentration on the 
game for so long? 

RC: You know, the funny thing is 
on the early tries | broke my mouse 
during the battles and ended with 
around 5 million points. One day | 
hope to be sponsored to go to 
Funspot again to beat my own 
MAME world record on the actual 
Operation Wolf x 


Knifemen 


will igno: 
and kill the hos Take them o 


quickly or th + will be in vain 


The expert Operation 
Wolf player reveals 
his personal tips and 
strategy to mastering 
the game and racking 
up those high scores 


“E E MUNITIONS 

( | Every commando 
knows that running out 

of ammo means running out of life, 
so reserve ammo by not auto-finng 
during battle, and save your rocket 
bombs for more serious situations and 
destroying the light armoured vehicles, 
gunboats and whirlybirds 


> E STATUS BAR 
It's important to pay close 
(0 attention to your health, 
munitions and number of enemies 
you have to kill, This way you know 
what to expect if any ambush occurs 


Remember that any hostage or villager 
you kill will deplete one health cube 


3 EITEMS 

The jungles sure contain 
LR, plenty of wild things, but 
luckily Operation Wolf has a lot of wild 
scattered items for you to find. Shoot 
the coconuts and animals to reveal 
items and bonuses. Sometimes, though, 
items will just randomly appear 


& E MILITARY 
TERRAIN STRATEGY 
, In the Communication 
Camp stage, try to conserve as 
much ammo as you can. On Jungle 
Camp always aim for gunboats and 
paratroopers first. On the Village 
stage try not to use any rockets, but 
in the Munitions Base stage feel free 
to use rockets at will. On the 
Concentration Camp stage, try not 
to use any rockets, and finally, on 
the Airport stage, try to save all the 
hostages before using rockets. 


E BRUTE FORCE 
5 


ROCKET BOMBS 
(is The best tactic to mow 
down enemies quickly is to use the 
rockets when they group together. Kill 
two, three, possibly five birds with one 
rocket grenade, as it were. Also, keep 
yourself safe by having at least two 
rockets for life-threatening moments 


SEDQUELWEPIGOr 


We take a look at the follow-up missions 
of Taito's popular war franchise 


Operation 
Thunderbolt 
Released: 1988 
Operation Thunderbolt is a 
fine follow-up that remains 
true to the elements that 
made the original game 
such a massive hit. This 
time Roy is joined by fellow 
Green Beret Hardy Jones, 
and both men are tasked 
with saving American 
hostages from a hijacked plane. Tweaks to the gameplay 
include the action now scrolling into the screen as well as 
horizontally, plenty more hostages to rescue, and the odd 
first-person vehicle section. Perhaps owing to the fact that 
the game could be played in co-op, Thunderbolt is a more 
challenging game than the original, although the benefit of 
being able to continue from where you fall - except during 
the final boss fight = does balance things out a shade. 


Operation Wolf 3 
Released: 1994 
The third game feels 
like an Operation Wolf game 
in name only, and given 
how bad the English in the 
game is - our favourite 
quote is: “The nuclear 
missile is fire. Down with 
it before time limit” = it's a 
wonder Taito even managed 
to get that right. The game 
is clearly from the dreaded post-Lethal Enforcers epoch 
of gun games, and drops the timeless sprites in favour of 
digitised actors and dull gameplay. With no Roy or Hardy to 
take charge - instead we get a Clive Owen lookalike and a 
woman who looks like Daryl Hannah in Blade Runner - and 
an army of enemies dressed like they're at a rave, this game 
almost takes a combat knife to the throat of the series. 


Operation Tiger 
Released: 1999 
In 1999 Taito 
released its final 
Operation Wolftitle, 
Operation Tiger. It once 
again changed the look 
of the franchise, going 
all Time Crisis and Virtua 
Cop in opting for graphics 
made up of polygons. 
Astute readers will have 
probably already twigged that Operation Wolfis one of 
the few gun game franchises to have ticked every box in 
the visual evolution of the genre. The plot is set in good ol” 
199X where Nation X has been taking over neighbouring oil- 
producing nations. You join the mission at the point where 
it has proved an abject failure and are tasked with trying to 
rescue your fallen comrades and help them escape. 
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We have a brief chat with Jamma+s Chris 
Nightingale about his recently restored Operation 
Wolf cabinet. If only it was ours... 


“| purchased the 
Wolf cabinet ir 


Taito was formed in 1 

the name Taito Tradir 

The company rele j numerous 
arcade hits during the Ser 


artwork did have 
the odd battle 


over the original. | then re 
that has 

connections 
to all the controls, the monitor and 
the speakers. Again, these are the 
sorts of electronics that you don't 
really want to be fiddling with unless 
you know what you are doing. | 
was lucky in that the board worked 


n Paint Shop P 
time-intensive process. The results 


came out realhy well.” 


perfectly, but I've still invested in a 


spare bo 
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LIKE Many arcade marquees, 


Operation Wolf's is designed to 


both attract pun 


— and show them 


game, with this marquee clearty 


showing who you need to avoid 


cal problem was 

] n't register any 

hits on the screen — à common 
fault for a number of reasons. This 
As 


particular 3 due to the 


Electrocoin was responsible for 


manufacturing Operation Violf 


throughout the UK and has been in 


business for over 30 years. It is 


handling titles for Taito, with its latest | 


t being 2007's Chase HO 2 


“Although the 
cabdinet had a 
coin mechanism 
(Coin Controls 
C220) that 
accepted 10p 
20p, 50p and 
£1 coins, the previous owner didn't 
other using it. | decided to keep 
the coin mechanism, but it was out 
of date, programmed with the old 
50p coin and needed updating to the 
| was able to get one 
owv Amusement Machine: 


(www.coin.demon.co.uk) * 


reasonable 
K to fix and was 
| expertise. Luckily, 
> (vv w.giziop. 


co.uk) was able to help me.” 


“The most important feature of the 
game is the gun, which is r 
on the IMI Mini Uzi 9mm. As this 
is something that is handled all the 
time, ft had a number of dents and 
scratches and a lot of surface rust. 

pped down what | could and 

d all the existing paint, primed 

it and then finished it off with a 


re-spray. | also cleaned up the 


and reproduced the “Start Bu 
label. I've also purchased some spare 
guns and restored those as well, jus 


in case something ever goes wrong 


Chris hasn't recreated the original 
side here's a picture ofit 
It depicts the lone wolf gunning 
down unseen enemies with a 
POW slung over his shoulder 


Powerful and ef 
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We speak to Colin Porch and David 
Blake, who worked on 

the Commodore 64 port of the 
game for Ocean software 


E RG: So, how did you get the gig? 
CP: | was an in-house programmer 
for Ocean, as was David Blake. We 
were shown the arcade version and 
asked if we could convert it to the 
C64. | could see all sorts of technical 
problems, but the answer, as usual, 
was: “We'll give it our best shot!” 


mM RG: Did you receive any support 

from the original developer? 

CP: Not that | recall, apart from 
having access to the arcade machine. We certainly didn't 
get any source code. 

B: None. Apart from them supplying the arcade board, 
and to be honest I'm not sure they even did that. We 
had a room full of boards hooked up to monitors. To my 
knowledge, none of us ever had any technical support 
from the original developer. We didn't need any. All we 
needed was access to the original game. | would say it 
took us 4-5 months to complete the conversion. By the 
time we had finished | was an expert! 


E RG: Which 8-bit version do you feel was the best? 

CP: I'm not sure that | saw the others in any great detail, 
but all were pretty good if | remember. Certainly | did not 
think that a better job could have been done on the C64. 
DB: To be honest, | can't remember. But | think ours was 
the most faithful, and many C64 gamers appreciated the 
unique technical qualities of the game. | can't think of 
another scrolling C64 game with a vertical split. No. This 
never happened to my knowledge. 


HH RG: How long did the conversion take and how many 
of you worked on it? 

CP: On the programming side, just myself and David. 

But there were lots of others involved in graphics, sound 
effects and music. I'm not sure that | can remember them 
all... Steve Wahid and Keith Tinman, | seem to recall, but 
I'm sure that there were others. Such projects usually 
took a few months, and deadlines, when eventually 
given, had to be stuck to! Lots of midnight oil spent! 

DB: As | was the new boy at Ocean, and very young >> 
even by their standards (16), they thought it would 


TAP ATA AT ATA 


8 


-Goadanaa 
-Dandanan 
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The tagline for this 
version, “Take No 
Prisoners, is a little 
misleading, given that 
your mission was to do 
just that. Anyway, the 
NES version is one of 
the weakest ports. The 
graphics are squashed, 
stubby versions of the 
arcade game, and playing 
it using the Zapper 
ironically makes the 


game almost impossible, 
with questionable 
accuracy and a lack of a 
quick fire function. Stick 
to the controller 


02. M 


Now this is more like it. 
The console's light gun 
works brilliantly and far 
more responsively than 
the NES Zapper, the 
graphics are bold and 
colourful, and rockets are 
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fired using the second 
controller, allowing you to 
position the control pad on 
the floor like a Time Crisis 
pedal and use your foot to 
launch grenades. This is 
as good as it was likely to 
get from the SMS. 


03. 

In terms of graphics, the 
Amiga port does a great 
job of replicating the 
arcade sprites. Also, the 
scrolling feels smooth for 


SCORE 09000350. 


HOSTAGES 


the most part, and this is a 


decent stab at replicating 
the coin-op. The only 
gripes we have are the 
fact that it comes on two 
disks and that load times 
are lengthy. Also, ammo 
seems sparse and there 
is slowdown when things 
get chaotic, but this isn't a 
bad conversion at all. 


04. Atari 5] 
There's not much to 
split the Amiga and ST 


z 


versions, aside from the 
usual: the graphics aren't 
as colourful and the 
scrolling isn't as smooth, 
although you'd struggle 

to notice. So the graphics 
look a little drabber, but so 
what? Var isn't supposed 
to be pretty, right? 


05. A 

In terms of the 8-bit 
micros, the Amstrad walks 
away with the trophy. 
Owing to the machine's 


T MNE 


14 04 05 


CAPA TAVATATATATA! 


LUPA) 
LEMA DA] 


wonderfully fulsome 
colour palette, Amold is 
perfectly suited to taking 
on the chunky aesthetics 
of the coin-op, and this 
conversion doesn't 
disappoint. The graphics 
look great, if a little bit 
garish and blocky, and the 
scrolling is surprisingly 
smooth. The controls 
feel solid and responsive, 
and even steering the 
crosshair using the 
keyboard is enjoyable. 





COIN-OP CAPERS: OPERATION WOLF 


be a good idea for me to work as their top C64 

programmer's “helper”, or 'apprentice”, if you like. 
That was Colin, who already had a number of successful 
titles under his belt. In the late summer of "87 Colin had 
started on Gryzor, which was the first game | worked 
on. All the 'tunnel' sequences were mine, and Colin did 
the rest of the main scrolling game. That game was 
tough because we aimed to fit it in one load, which 
we managed in the end. | think every byte of the C64 
memory was used, and Operation Wolf was the next one. 
Another tough game. | know | worked on all the baddie 
animation sequencing. | think the main scroll routine 
might have been mine too. I'm not sure now. 


SCORE 026550 


No. Although | could understand Z80 and 68000 
code, there were a lot of technical details about the other 
= machines that | did not know. We all tended to work with 
nosado the machines we were good at. 


Only on the arcade machine, and | was rubbish at 
that. | usually got somebody else to play up to the level 
| wanted to see. | was in my forties even then and was 
considered a “'Grandad' in the industry. 


EmEMU It varies from game to game. The most difficult 
= technical bit in Operation Wolfwas the nature of the 
senano display. The right-hand part of the screen had to be static, 
while the left-hand part had to scroll left to right. The 
z N Commodore 64 had great scrolling capabilities, but the 
whole screen had to scroll. The effect was eventually 
obtained by manipulating the character data for the 
right-hand part in the opposite direction. So it was 
scrolling, but it appeared to be static. Where the two 
met was a horrible jumble, but it was covered with the 
energy level sprite. | got asked for years afterwards how 
it was managed. Programmers thought | had managed to 
somehow interrupt the scrolling mechanism... 
| also seem to remember a lot of problems adjusting 
the helicopter sprites so that they did not appear in front 
of the static data. | think David did a lot of work there. 

As Colin said, the biggest problem was the static 
area to the right. We originally started writing a version 
with all that stuff at the bottom of the screen, which is far 
easier — ask any C64 programmer why! Then we came up 
with a clever solution, which was shifting the character 
definitions in that right-hand area one pixel at a time in 
sequence with the scrolling, which made those characters 
appear static. It took a big slice of the processing “pie”, but 
the scrolling was relatively slow anyway, so it wasn't a 
problem. We managed it somehow! 


NECrIHE TUE UNCTOGEC | 
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RETROREVIVAL 


COMBAT 


WAR... HUH... WHAT IS IT GOOD FOR? 





PUBLISHER: ATAR 

RELEASED: 1977 

GENRE: ARC/ 

FEATURED HARDWARE: ATARI 2400 
EXPECT TO PAY: £5 


1 Ah, Combat.. 

32 years old 

and you're still 

thoroughly 

entertaining 

to play. While 
not entirely original — it takes 
elements from Atari's own Tank 
and Coleco's Telstar Combat — it is 
the superb 2600 effort that we still 
find ourselves retuming to. 


The« e itself 15 pure simylicit 


44 RETRO GAMER COLLECTION LOL 5 








HRSFIES FTTECH 


RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD 


—— 


As software houses go, Durell couldn't 
claim to be the most prolfic, exciting or 
successful, but it was responsible for 
several hits, including Harmier Attack, 


Saboteur and Turbo 


prit. Martyn 


Carroll talks to its key people and charts 
its brief but bright history 


T he sum of £100 is important in 
the history of Durell Software, 
and no, it has nothing to do with 
the cash reward that the company 
offered to anyone who dobbed in a 
dirty pirate. Funnily enough, when 
Durell is mentioned these days, the 
topic almost always turns to this 
infamous £100 reward, so we began 
by asking Durell founder Robert White 
about it. Did any playground pirates do 
jail time for ripping off Turbo Esprit? 
Was the office inundated with illicit 
tapes and anonymous tip-offs? “k 
was an absolute hoax,” he laughs. 
“You wouldn't go prosecuting some 
kid, would you? No one contacted us 
anyway. The only thing we got were 
people phoning up and saying things 
like, “I've been playing Combat Lynx 
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and | landed my helicopter in front 
of a tank and the tank drove straight 
through it. Why didn't it blow up?” 
Piracy was definitely a problem, but 
the reward was just a bluff really.” 
But what about those special Durell- 
branded blue cassettes that identified 
legitimate copies? They must have 
been expensive. Robert laughs again. 
“ht was simply that our tape duplicator 
had some blue tapes! That was it. 

g conscious there at all.” 


that's t a Robert used to 
start up Durell in 1983. With the money 
he bought a shiny 
and taught | 
to this, his bac E 
ess technical. He actually qualified as 


an art teacher but soc 


o Mike 


the machine 


y Durell 


half the population had too. "| remember 


ined z à 
eying and landed a job at the Oxford 
onal Health Authonty. In his ] 
or architect, he usec 
gn hospit 
developed a fascinat h computers, 


and in cular the notion of using 


fe's grandparents 
ne had the opportunity of moving 
nto their ho and that was out 


country in li 


a maniac. My start-up 
of the Oric, and tk 

| had in the world. Sc 
our games 
ncome, The e pretty crap, bu 


e was absolutely 
time. | could hardly not sell a game.” 


Ting up 
The very first Durell games Lunar 
Lander and Aster or the 16K Oric 
They were sold via mail o 


orders stacked up, Robert quickly realised 
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that he didn't have enough hands t 
programs and run the c« 


He needes 


e things,” 
says Ro 


à job, but my wife 


ally looking for 
loca r and were look 
the vacancies 


rang him and dro 


Oric under my arm! 
f Ron v 
ped 


from Brighton, 


Sinclair ZX80. He left the 
Gerr npany Nixdorf 


oin Durell at 


or, but in similar 
fashion, his interest in 
programming v nútialhy 
used to 
an aerosol factory 
and | studied 


art-ime à 
Bristol P o 
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FROM THE ARCHIVES: DURELL SOFTUJARE 
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£á Irang Robert and drove out 
there the same day and came 


FFSMAKESITTHRO! 


an 


"ELI 


was still « 


and | 


with Durell." 


chemical anah, 
when | f 
hired Mike on the strength c 
rum game he'd written called 
saw a television advert 
hink must have 
ww from that, 
ut five or six months 
y doing it 
rking at the aeroso 
factory at the time. 
Robert | 


ano ta 


ked the game 
sed it 

C n, but 
before that he had a 

game idea of his own that he 

wanted his new recruits to realise 

ras Rol re 


3, remembers Mike 
e thought that 


because of the 


lar, the Harrier had been 


ric under my arm77 


cplained his idea 
quite primitive really. You 
« off in your plane and g 
va that was It 
mple Scramble 
ne wearing topical trousers, but Robert 
sld be a hit 
) certain that he 
ao ng to promote 
time Hamer Attack 
3 around September 
| much all of the 
company's mones pay Ron and Mike 


to that point, so | went off and 
this advertising with no + 
it! But | was 100 per cent confident that 


remember saying to 


t shot 


UDy THE 
NUMBERS 


29 The age of Robert White when 
he founded Durell in 1983. 


500 The number of tape copies 
Robert made of his Oric assembler 
program. He sold them all. 


5 The choice of skill levels offered 
to the player in Harier Attack. 


4 The number of Durell Spectrum 

games that were rated above 90% 
in Crash magazine. (The titles were 
Critical Mass, Saboteur, Fat Worm 

Blows A Sparky and Thanatos.) 


O The number of Durell 
Commodore 64 games that were 
rated above 90% in Zzap/64. 


9 The percentage rating 

that Zzap/64 awarded to the 
Commodore 64 version of Turbo 
Espnit Yes, it really was that bad. 


10 The number of months it took 
Mike Richardson to create Turbo 
Esprit for the Spectrum. This was 
the longest he spent on any game. 


112 The number of screens in 
Saboteur. The sequel was roughly 
seven times bigger. 


100,000 The number of copies of 
Saboteur sold on its initial release. 


250,000 The number of Harrier 
Attack sales, including the copies 
bundled with the Amstrad CPC464, 


> 
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Harrier Attack 
[1983] 


Included not because of its 
importance in the history of 
Durell, but because it's a great 
lite game in fts om right 
that's perfect for quick blasts. 
It's probably dest remembered 
on tha Spectrum and Amstrad 
CPC, vet the Commodore 64 
version comes cut on top thanks 
to its slick graphics and decent 
sound effects 


EiSin DF THE 


Scuba Dive 
[1984] 


Mike Richardson's first game of 
note was this cracking marine 
adventure, wtúch saw the player 
salvaging treasure from the 
deep wiuls avoiding all manner 
of undenwater deastes. It's 
ittared with lovely fttls touches, 
fike the moving boat on the 
surface and the big ol” octopus 
guarding entry to the deepner 
caverns below, 


Yes, the game were you could 
kick dogs to death, but there's 
much more to Saborteur than 
wanton canine cruelty. The 
emphasis was on exploration, 
ano discovering new areas in 
the huge ensmy complex was 
perhaps more satisfying than 
actualky complsting the mission 
objective itself. Saboteuris a 
true 8-bet classic 


Turbo Esprit 

[1986] 

Widely considered to be 
Durell's finest release, this 
exceptonal drivng game invited 
vou to race through 3D ces 
and bust drug smugglers while 
obeving traffic signals, pelican 
crossings and other rules of 
the road. Pretty epic — by the 
standards of the Spectrum, at 
least — and you can't say that 
about mary B-bit games. 


Thanatos 
[1986] 


Durel games often featured 
flashy, high-tech scenarios, so 
this fantasy arcade game set in 
medieval times was a welcome 
change. Graphicaly it vvas 
amazing, paricularty the main 
dragon sprite, but as with all of 
Mike Richardson's work, it was 
the frttls details about it that 
really stood out. A game made 
with obvious affection. 


Saboteur Il 

[1987] 

Subtiled Avenging Angel the 
sequel featured a face-kicking 
female protagonist, which was 
a novel Twist at the time 
Saboteur ll just about had the 
edge aver the original - the 
game map was bigger and there 
were distinct missions that 
increased replay value. Plus, you 
could bust out of the enemy 
base on à red motorbike... 


o 


the new machine. The game attracted 
the attention of Alan Sugar, who was 
desperate for software to publish on his 
Amsoft label. The deal was done and 
Harrier Attack became one of the games 
bundled with the computer. “Alan is a 
smart businessman,” says Robert. “You 
don't get a lot out of Alan Sugar. It was 
nice to shift an extra 100,000 copies 
through Amstrad, but he was on a very 
tight budget. | doubt in the end if he even 
paid 10p a copy. It wasn't a great deal for 
us, but it was a nice little extra.” 

For the BBC Micro, Robert looked to a 
couple of young programmers who had 
previously written games for the Acorn 
machine. Nick Wilson and Julian Todd 
were two school friends who grew up 
ust 20 miles away from Durell's offices 
n Taunton. “VVe sold Durell one game for 
the BBC Micro called Mineshaft," 
Julian, picking up the story. “Then we 
ported Combat Lynx from the Spectrum 
to the BBC over many weekends in 


says 


[Spectrum) Here's a gêmpse at Mi 


unreie 
recently retrieved rom Mike's cid A 


ke Richardson's 


ased Sabotsur 3. This screen and many others, 
icrodnve cartridges. 


[ISABOT3UR? 


The full story behind the third 
Sabores ame vsguld nequir 
an article in itself, s 
summarse the 

e never had the chance to 

k. The first attempt was 
by Mika 

> Elite, À 
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an extensive design X 
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Jvea 


producers cul 
there, they should 
getin 


were 


game, ano the 


even a chance thx 


Clive's 


Nick's bedroom. When 

that was done, Nick 

dramatically cleared his 

desk in the middle of the 

week and dropped out of 

school to pursue games writing full-time 

Later, after attending school in Cambridge 

for several months, it was my turn to 

drop out. | rented a crummy room in a 

shared house in Taunton with Nick and 

we each worked on new games in the 

Durell Software attic.” Nick's game was 

the impressive biplane shooter Deep 

Strike, while Julian was responsible for 

the utterly bizarre — but in a good way 
Fat Worm Blows A Sparky. 


New recruits 
More fresh faces soon appeared. Simon 
Francis was a college kid who impressed 
Robert with a dungeon game he'd written 
for the Dragon 32 called Pit Fiend He 
joined the company in early 1985 and 
reworked Pit Fiend as Death Pit for the 
Amstrad CPC, then authored the Dune 
inspired Spectrum game Critical Mass. 

Another new starter was budding Z80 
programmer and martial arts enthusiast 
Clive Townsend, who happened to live 
on Durell's doorstep in Taunton. He 
hung around the offices and was initially 
employed as a graphics dogsbody 
His first two games as a programmer 

a platformer called Chicken and the 
Spectrum version of Death Pit - were 
both canned, but it was a useful learning 
experience as he acquired enough 
machine code knowledge to bring alive 
his “pet project, an arcade adventure he'd 
named Ninja. “Clive had a great visual 
sense and one day he came in with some 
graphics of people who could punch and 
stuff,” remembers Robert. “I said, 'That 


would make a great game, so let's come 
up with a storyline and put it together.” 
That's exactly what they did, and the 
result was Saboteur, a solid-gold smash 
that went on to sell more than 100,000 
copies and become Durell's second 
bestselling game after Harrier Attack 
While Saboteur was assailing the 
Mike was busy fine-tuning his 
most ambitious project yet. “It was 
Robert who suggested that | should do 
a driving game,” he says. “He wasn't 
very specific. It was also his idea to tie 
itin with Lotus.” With the basic concept 
in place, Mike went off and created the 
Spectrum classic Turbo Esprit. Making 
the game's 3D cities come to life was 
no mean feat for Mike. "I'd just done 
Combat Lynx, so | was keen to use a 
similar type of 3D system. There were 
lots of tricks | used to get the speed up 
kt was all done using a lookup table so 
there were no 3D calculations. | really 


charts, 


had to use every available bit in the 
Spectrum to do it.” 

Turbo Espnt sold 50,000 copies, and 
while it couldn't match the suco 


ss of 
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p Saboteur, it proved that the firm could stil 





Saboteur Jr [1986] 


Okay, so there was no actual game with 
this tithe, Out we can't think of a better way 
of referring to the Commodore 16 version 
of Sabotewr Featuring minute graphics and 
dozens of samey screens, it was à sorry 
affair all round. At least Plus 4 owners 
received à version based directky on the 
Spectrum ofiginal 


Sigma 7 [1987] 
This misguided space romp was made up 
of three mir challenges: a Zaxxor-style 
shooter, a Pac-Man maze game and a 
uzzks section. None were particularky bad, 
but they fadled to hang together as a 
complete title. Ths isometric graphics 
were good, though, so mayDe it's veorth a 
look for that reason along 


Chain Reaction [1987] 

One of Durell's last releases was also one 

of its least impressive. Reminiscent of 

Ultimate's 3D games, onhy without the 

charm, Cham Reacion tasked you veith 

exoloring à nuclear power station and 

gathenna up dangerous radioactive waste. 

Desoite you racing against the clock, the 

gameplay was yawn-inducing [Spectrum] Although extremety simple im nature, Jungie 
Troutxe was a strong seller in the Spectrum's early days. 


£6 By 1987, the financial 
rollercoaster was too scary. 
just couldn't sleep at night77 


produce sizable hits in a marketplace that 
had become much more competitive. Yet 
stay in the race, Durell had to continually 
to develop innovative new products 
stand out from the crowd. It 
was a challenge that the programmers BERT WHITE 
ared to relish, but it came 
games were takink 1g longer and longer to 
develop. Take Mike's Spectrum output, 
for example: he wro Y jectrum 
version of Harrier Attack n two and a half 


AMIN 


at a cost: 
cut comers quite strongly. One thing about 
Spectrum development at that time v 
3 the 48K had be 

aan't much more that you could do. That 
Scuba Dive, be my cut-off point. | think 
followed ad f 2 

1X, which was eight month 
, and then he devoted ten ond (8) 


Esorit 
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weeks, w 
took three months. This was 


mnite his next game, + 


although | can imagine that 


Robert may have gen a Dit 
anxious times 
Mike was correct 
3 Robert did 


Mike reveals that no firm « 
were ever put in place and he 
never felt under pressure to 
get a game out the door 
months was a long time 
personally | always felt t 
was worth putting in as much 
effort as possible and would 


probably have resisted 
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ncreased co tition and we had to 
keep coming up with new 
deas. It soon became that eve 
we launched was around an £80,000 
gamble. Some of the games worked 
me didn't, regardless of critical acclaim 
For me personally, by the time we got to 
1987, the financial rollercoaster was just 
way too scary. It got to the point where | 
st couldn't sleep at night, so | made the 
to move into busir software.” 
company continued to put 
ur ng this period 
Thanatos and Clive's Saboteur || 
Robert began 
a database 
surance industry 


mes, new 


game 


t Impressive games dO 


were of particular note 


35, programmers 

WO dde often nvolved — Clive 

remembers workin 

nterface for the application. Then, i 

D ber 1987, Robert made the shift 
nplete by selling the rights to Durell's 

ames to El stems. Elite boss S 
Wilcox was lo g to expand and vi 


MA, 


Durell as a decent acquisition 





[CPC] The Amstrad CPC version of Turbo Esprirfeatured 
less detail but more colour than the Spectrum ariginal 
The factthat the stop sgnals were red certainty helped! 


à E psi 


Robert Wite (night) shows Mike Richardson 
the capabilibes of his Oric computar 


7" 


[Onc] Hare's tha huge-selling Hamer Attack 
in Ron Jeffs's orignal Oric mplementaton 


acquaintance with Robert and were keen 
to continue to grow our business, including 
our budget and compilation business. Ve 
had no significant regrets about the deal 
we did for the Durell catalogue and would 
probably have done it again if we had our 
time over,” 

With the games gone, Robert spent 
the next two years developing his 
Insurance Master program. The bold 
move to stabilise the company paid off 
and it continues to trade to this day under 
the name Durell Solutions. “We're still 
developing and selling insurance software, 
20 years on. It doesn't make a lot of 
money, but it never makes a loss, I've kept 
a lot of people employed for a long time 
and | feel quite good about that.” 


Looking back 

Durell has now been around for 27 years, 
and while only the first four years focused 
on gaming software, the place holds 
happy memories for those ambitious 
young programmers who plied their trade 
in sleepy Somerset. “They were the best 


years of my working life," says Mike 
Richardson. “There's no feeling like finding 
you're good at something, seeing your 
work on shop shelves, getting amazing 
feedback from people enjoying your work, 
and getting paid well for it as a bonus.” 

Saboteur creator Clive Townsend, who 
now runs mobile developer Incognito 
Games, remembers his coding colleagues 
with fondness: “| think we were all sad 
when Durell stopped making games, but 
I'm proud to have worked with such a 
talented bunch of people. Robert was 
brilliant. It was a very relaxed atmosphere, 
and as we didn't actually have design 
specs for our games, we didn't really 
have deadlines either! Many of the 
game designs grew organically, which 
meant they were finished when they 
were finished. I've had lots of fun in the 
industry since, but often big business and 
red tape can get in the way of creative 
development. If only more bosses were 
like Robert.” 

Julian Todd of Fat Worm fame also 
remembers Robert as a decent and 


[PC] Mike's long-awanted Harrier Attack |! À 
sadiy failed to get off the ground 
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Chve Townsand being manhandiad by a ninja in this 
memorabis photo, which appeared in Crash magazine 


When RG interviexved Mike 
Richardson about Tubo Esp in 
issue 36, he revealed that he'd 
formed a new comparry called 
Durell Games and was working 
on Hamer Artack Il for the PC 
The game, which marmied the 
classk 20 gameplay of the 
original with sick 3D visuals, was 
made availaole to download in 
October 2007 after thres years in 
development & bombed 

“Ht was a complete disaster,” 
says Mike, “I think | sold 
something like six copies. | try not 
to think about it too much. The 
main thing | learmt was not to try it 
again, Before | did Hamier Attack If 
| would hear other programmers 
saving how ft was possible for a 
game to sell rmilions or none at 
all, and E dicin't believe it, Howe 
Is E possible to sell nothing of 
amything? Mows | k Ican don” 

After that harsh lesson, Mike 
went on to vuork for Electronic 
Arts, helping out on the PC 
versions of Bumout Paradise and 
the latest Hany Porter game. He 
has since joined up with his former 
Durell coleague Nick Vilson at 

iPhone game developer 

StarByte Software. His current 
project is a r game caled 
Black Mamba 3º 


honourable boss: “He barely interfered 
Today | do a little bit of management of 
programmers, and | know it is impossible 
to hassle them, as you simply annoy 
them and yourself. Being relaxed is 
pretty much your only 
option, whether 
you like it or not 
| would like to 
meet Robert 
again now that | 
have experienced the 
other side of business. | am fascinated 
that he pulled it off and made a living out 
of us kids. He paid 50p per copy sold, and 
| got cheques totalling several thousand 
pounds, so he was very honest. He could 
easily have not paid me anything.” 
Robert himself feels that it's important 
to look forward more than back, yet there 
are reminders of his firm's gaming legacy 
all around him. Cover art from various 
Durell hits adorns the office walls, he 
keeps in regular touch with many of his 
old employees - indeed, Ron Jeffs still 
works with him - and the £100 he used 
to buy that first Oric is still there on the 
company balance sheet. Above all that, 
Durell's games are still remembered and 
revered by too many people to ever let 
them fade into obscunty. “| think at 
Durell we had a lot of really original 
ideas," he acknowledges, then regales 
us with a fitting tale. “Just yesterday | 
was on site talking to a potential 
customer and he said, "You're not the 
Durell who wrote Harrier Attack, are 
you?" And | replied, “Yeah, that was 
us”, and then his partner came in and 
piped up, 'Saboteur! That was a great 
game!" So yes, it's still a lot of fun. | 
guess people have fond memories of 
our games, and | do too.” 
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» PUBLISHER: EXACT 

» DEVELOPER: IN-HOUSE 

» FEATURED HARDWARE: 
SHARP X58000 

» ALSO ON: N/A 

» GENRE: ACTION 

DRI RT 

» EXPECT TO PAY: YZ 400 (E15) 


PRICE LUATECH 


» Similar titles to 
splash cash on 


A More Expensive Than 


RANGER X 
GETITFOR: 
£10 


here's 


for less tha 
& tenner, this 
e of the best and cheapest mei 
games on the Mega Drive. Contro! a 
massive robot and fes motorbike as y 
blow up scores of enemie: 


Y Cheaper Than 


METAL 
WARRIORS 
GETITFOR 
£40 


this is probably the me 
l Jcasams-made twas 
Amerca, but is worth the £ 
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Szczepaniak reckon 


hey don't make 2D games like this anymore. 
The days of side-scrolling action games, 
especially those featuring giant robots, are 
long gone, as are 2D games with multiple 
layers of rich parallax scrolling. There are still a 
few modem 2D, non-polygon releases, with some such as 
Muramasa being very impressive, but whether due to lack 
of budget or demand, there's not as much flair these days. 

Most retro fans will have heard of Assault Suits Valken on 
the SNES, known as Cybemator in the West. A fantastic and 
deservedly loved action title where you roamed maze-like 
levels blowing up other robots, with an impressive sense 
of scale, some explosive set-pieces and a decent storyline. 

It was actually preceded by the lesser known Assault Suits 
Leynos (Target Earth in the West) and, unsurprisingly, it also 
spawned several follow-ups and imitations, such as Metal 
Warriors and Front Mission: Gun Hazard. 

Aquales could easily be mistaken for just such an imitator, 
except that it was released in 1991, after Leynos but prior to 
Valken. Along with its similarity to the Assault Suits series 
it also has resemblances to other games — for one thing, 
certain weapons almost feel like something out of Ranger 
X, and one music track in particular sounds like it's lifted 
straight from Ecco the Dolphin. Of course, Aquales predates 
all of these. The only obvious game known to the West from 


GRERT GAMES THAT NEVER RERCHED UR SOL 


» COUNTRY: JAPAN 

» POPULATION: 127,633,494 

» CAPITAL: TOKYO 

» NATIONAL LANGUAGE: 
JAPANESE 

» CURRENCY: YEN 

» TIME ZONE: GMT +9 


- [Sharp X68000] Be careful an this futurissio 
spaeding train, there are flying enemias 
zooming around trying to knack you off 


which it does draw inspiration would be Bionic Commando, 
since Aquales features the same rigid grappling mechanics 
(those expecting the realistic, stretchy physics of Umihara 
Kawase should look elsewhere). 

Aquales is a forgotten evolutionary ancestor. Heavily 
influenced by obscure titles such as Zoom's 1989 mecha- 
actioner Genocide — except instead of Genocide's slow- 
ambling bipeds and insipid combat, developers Exact 
pumped things up to create something special — it never 
made the jump to popular consoles the way Genocide 2 did 
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[Sharp X68000] The green enemies inthese 
forgotten ruins have a deadly rushing attack 


and, while it possibly influenced later Japanese developers, 
Aquales remained unknown in the West. 

For anyone with a long-running interest in games, nothing 
in Aquales should appear new or ground-breaking; despite 
only existing on an archaic Japanese home computer, 
it contains elements found in dozens of later, far more 
common titles. What makes it special is the panache with 
which it pulls things off - everything about it oozes the kind 
of 16-bit energy you'd expect from a Mega Drive Treasure 
title. It may not be as refined as a Treasure game, since 
the enemy Al is a little too scripted and the action is never 
quite as spectacular as something like Alien Solder, but 
Aquales tries very hard to make you like it. 

The music throughout is nothing short 
of incredible, containing a blend of hard- 
rocking heavy metal, with some 
outstanding guitar riffs mixed 
in with more ambient and eerie 
tunes for the underwater ruins. 

Gameplay, while not overly varied, is solid 
and compelling. There are 12 weapons 

to find over eight lengthy stages, each of 
which pulsates with the kind of detailed 
parallax scrolling, enormous sprites and 
special effects we've not seen since Thunder 


[Sharp X58000] Agamnst the backdrop of a 
sunken ship, you battle a giant sea snake 
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the panache with 
things off 


YOU'D EXPECT FROM A TREASURE TITLE 


Force IV. It's difficult to capture this splendour in screenshots 
- only in motion can you truly appreciate it. 

Along with the expected swords, chainguns and rockets, 
there are also bouncy bullet weapons, blades on retractable 
chains and — our favourite — gravity flame throwers 
where the fire clings to and races along whatever surface 
ittouches. The most significant item, however, is your 
grappling hook, capable of latching on to any surface and 
carrying you safely across hazards. Required throughout the 
game (as commonly as jumping or attacking), it keeps the 
game's tempo interesting, There are plenty of other small 

touches too, such as gaining experience points 
for defeating enemies. Rather than artificially 
lengthening the game, this instead allows for 
semi-random power-up moments. 
It would be easy to nitpick at Aquales' 
various faults, such as the difficulty, 
which sometimes fluctuates between too 
difficult and too easy, or the occasionally 
clunky controls endemic of computer games. 
Nonetheles, for a game released in 1991 its ambitious 
nature — faults and all — is admirable. It is at once 
wholly familiar, and yet also exotic and captivating 
because it has remained unknown for so long, 
making it well worth the effort of tracking down. 


IMPORT ONL': 


What to look for when 
playing Aquales 
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ich it pulls 


EVERYTHING 00ZES THE KIND OF 14-BIT ENERGY 
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it may not have Aquales' soundrack, but 
Bionic Commando Rearmed is available 
for download on PS3, 360 and PC, which 
benefits from improved visuals and reteins 
the same ciassic qamepiay. For those 
wanting a little less action than in Aquales, 
this has a greater emphasis on swinging 
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DAVID CRANE 


He's the designer of the bestselling game on one of the most iconic videogame 
consoles in history, and co-founder of the largest and most significant 
videogame company to come out of the Eighties. Join us as we look back on 

David Crane's amazing career 


Following a telling company memo and a life- 
changing game of tennis, Crane left Atari in 1979 
to form Activision with fellow Atari coders Larry 
Kaplan, Alan Miller, Bob Whitehead and music 
industry exec Jim Levy. Here this talented collective 
aimed to create original, high quality VCS titles, 
award programmers recognition for their work, and, 
most importantly, separate the software business 
from the hardware. Having completed his 68th 
published game, David chats to Stuart Hunt about 
his prolific career and shares his thoughts on the 
new-generation Activision... 


RETRO GAMER: Thanks for 
giving up your time to speak 
with us today, David. Tell us, what 
did you want to do when you were 
at school? 
DAVID CRANE: There were three 
main factors driving me through my 
early years at school. First, | was 
always fascinated with technology 
and engineering. | found it difficult 
to imagine that anyone could look 
at a television screen, for example, 
and not want to understand how a 
picture could be plucked out of thin 
air and “painted” onto the back surface 
of a glass tube. By the time | was 
12 years old | knew the answer to 
that question and thousands of other 
technological mysteries. Second, 
when we are young we don't have 
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the financial resources to simply buy 
something to fill a need, so | became 
an inventor. Using junk from around 
the garage, or parts from an Erector 
Set, | tinkered in the basement at all 
hours (when | was supposed to be 
studying). Some examples include: 

When our small town first opened 
a community swimming pool | spent 
so much time there that | sunbumed 
my shoulders to a crisp. | built a foot 
pedal-operated mechanism attached 
to the wall that sprayed my shoulders 
with sunburn spray. 

For a science fair | designed 
and built an unbeatable Tic-Tac-Toe 
machine using nothing but rotary 
switches and lights. Sadly, it 
went Up in smoke the night before 
the competition 

When | received an old, used black 
and white television as a birthday gift 
| dismantled it so that | could have the 
channel tuner near my bedside and 
the TV in a cabinet on my wall 

To impress the neighbourhood 
| fashioned a laser" that, in a flash 
of light, could ignite a match at the 
far end of a workbench (a loop of 
Nichrome wire around the match head 
completed that illusion) 

Finally, my mother, an artist trained 
in à number of painting styles, made 
sure | experienced the arts. | took 
watercolour painting classes and such, 


but | never developed much of an 
interest. À painting took too long to 
perfect, and when you were finished 
you only had a single copy. So besides 
getting a líttle night-brain training | also 
learned the value of mass production 
Given these factors | was certain 
that | would end up designing 
household gadgets to improve the 
quality of people's lives. | had the 
technological skills to make almost 
anything work, and | had just enough 
aesthetic training to understand the 
need for look and feel. Ironically, 
videogame design was even a better 
fit for that combination of skills. But as 
| was growing up there was no such 
thing as a videogame, so how could 
| know? 
>: Tell us about your first 
experience with a computer... 
DC: Home computers did not arrive 
until | was in college. But mainframe 
computers from IBM could be 
found in some businesses, and | 
had a lucky connection. | was in the 
Boy Scouts, and my Scoutmaster 
worked in data processing. On a visit 
to his office | became fascinated 
with the equipment. | asked to be 
one of the first to attempt to eam 
the newly created Computer Merit 
Badge. Through his help and access to 
his facility, | lgamed the Hollerith code 
for punched cards (| still remember 
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that code), and got a good grounding 
in the technologies involved 

A few years later, in high school | 
attended a computer programming 
extension campus. | travelled by 
bus every moming to a nearby city, 
studied computers for three hours, 
and returned to my normal school for 
the aftemoon. | was one of the few 
people in the Seventies to leave high 
school programming computers in 
three languages 


And what 
was the first 
game you actually 
encountered? 


My parents 
bought the first 
Magnavox Odysse 
home game console. 
This unit displayed 
squares of light on 
the screen with no 
graphics. Magnavox 
supplied coloured 
overlays that you 
would stick on the 
TV screen to make 
different games. | 
have to admit that 
| was bored by the 
rudimentary games, 
but | was fascinated 
by the potential of 
the technology. 


When did you first think: | 
could make a career out of this? 

It would be years before 
| thought of making a career in 
videogames. My head was brimming 
with inventions. Tired of resetting 
digital clocks after a power failure 
| invented a clock that derived its 
display by communicating over a 
power-line-interface with a master 
clock. To accompany me as | 
lgarned to play the guitar | created 
a programmable drum machine (I 
even tried to market that one through 
one of those late-night infomercial 
invention marketing companies). | 
even designed a 3D TV using a flat, 
spinning phosphor target inside an 
evacuated sphere 

Lhad too many things to invent 
who had time for games? 

What did your parents think 
about you joining the industry? 

My parents helped me move 
to Silicon Valley after college. They 
looked around and saw ten high-tech 
businesses per block, and they knew | 
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HVE TO PLAY 


PITFALLI 


A BOY AND HIS BLOG; SEN 
TROUBLE ON BLOBOLONIA 


AFTER FINISHING PITFALL 2, David left the action/adventure game 
gerve for a while and didn't retum to it unit 1 with the release 

of this qt NES platformer. A Boy And His Blob shares mary 
smilaritie t! series. Vvhere tt es differ is A Boy 
A His E 

s ade: x 

Blob, ts like ar obedient pet during the geme. The play 
nfluence Bob's actions by feeding him different flavoured jelhyb 
that transform him into a variety of useful objects to solve the gar 
puzzles. Released soiely for the NES, the game w huge hit 


GHOSTDUSTERS 


ONLY DAVID CRANE couid tum the mos esstul comedy fim 
of the Eighties into a busmess sim and still capture the ma: f the 
movie so brantv. Activis rs plonxed players mside 
2 eporymosus tegm of paranormal 
exterminators ut by purchasing your very own Ecto-l, you 
equipped your tea i gets before traversing the many 
blocks of New York City, busting ghosts until your mevitable date 
with Gozer. Tumed around im just six weeks, Ghostbusters boasted 

ç, atchw rendtion of the theme tune, and varie 


gameplay you'd boot up time and time agaim, even after completion 


the slime-covered bx 


THE CONCEPT MAY have taken 
David ten minutes to think up, but 
that didn't stop Pitfal! wning the 
bestselling 2600 game of all time, 
selling over 4 million copies on the 
console alone. The game saw an 
adventurer named Pitfal! Harry on a 
F sion to find 32 pieces of treasure 
te varous 
environmenta! hazards and deadly 
reatures along the way. Pitfal!! was 
15 quality visuais 
gamep'ay and animation, and quickly 


gained interest from VCS owners 


while having to r 


on its release owing that there was 
nothing ike ton the machine 
The garr popularity and 

helped to bring David and Activisior 
emmediately to the fore, and in the 
following year a sequel, Pitfal 2: Lost 
Caverms, was released. The follow-up 
was notabie for featurmg sc ng and 
for expending and refining all areas of 
the game 


DAVID CRANE'S AMAZ 


ING TENNIS 


- 


GIVEN THAT DAVID is a huge fan of tennis it comes as little 
surprise that he would decide to marry his ps nm for 1 port wvitk 
videos $ he dd just that 1 he released David 
Crane's Amazing Tennis - à comprehensive tennis simulator. The 
game notable for featurmg a 3D court and an attention-grabbing 
perspective: the camera was tioned just 

opposed to above th urt, which the game a more r 

foe!. The game also featured a hos customisaton opto 

wel as a large amount of shot types O 

topspm, left or right-handed play — and siom-moation replays 190. 


LITTLE COMPUTER PEOPLE 


UNDO 

super-su ssfu' Sims series, the high concept bashind Lott 

People caused quite à stir on fts release 7 

credited to ertist/fmusigien Rich Gold, who came to Activ 

idea to produce a software version of the Pet Rock. Act 

thousands m the project, and David helped Gold refine lhe 

- adding the interactivity and communication element that existed 
between the player and their suited man-pet. Amazingly, each LCP 
was unique to each dis&, meaning each copy of the game would play 
shghtly differentiy to the next 








would be fine. To them Atari was just 
another computer business (my Mom 
was soon even happier, because | 
made her a Slot Machine game that 
she could play at home any time, day 
or night) 

What jobs did 
you do before working 
at Atari? 

My first job in the 
Valley was as a technician 
at National Semiconductor. 
| had worked for a couple 
of years at school as the lab 
professor's technician. VVhen 
he created new lab projects 
for students | had to build 
them first and help tweak 
them for the class. | also built 
my first computer in college 
— a machine that plays Tic-Tac-Toe 
which still works) 

With all of the experience | 

had working with digital circuits, | 
recognised that there were some 
fields of electronics with which | 
had no practical experience. | took 
the job at National working with 
linear integrated circuíts, stunning 
my advisors (that is as far away from 
computer chips that you can get). But 
| had a plan. To be the inventor 
| wanted to be, | needed to be 
proficient in many areas of electronic 
design. That job was just the next 
step in my career development 

Can you tell us what was it 
like working at Atari? 

| wasn't sure | would like 
programming games. My first 
love has always been designing 
electronic circuits, and this would 
be only programming. As ft turned 
out | still got my fill of circuit design 
over the years, developing a number 
of electronic circuits to help make 
game design easier. But | found that | 
enjoyed microprocessor programming 
and game design 

The working environment in my 

first days at Atari was very rewarding 
My co-workers were dedicated 
professionals working hard to advance 
the state of gaming. Nolan Bushnell 
would come by occasionalhy to see 
what cool thing we were working on 
- although his catch word was “neat”, 
The hot tub parties in the lobby and 
drug use in the office was long past, 
which is good because | wouldn't 
have tolerated that. | was only there 
for two years before Atari lost its way. 
I got out and started Activision just 
in time. 

How many games did you 
work on there? 

While at Atari | designed 
and programmed: Outlaw, Slot 
Machine and Canyon Bomber! Depth 
Charge. Then the Atari 800 computer 


needed software help so all of the 
onginal 2600 game designers stepped 
up and wrote the operating system 
for Atari's new line of personal 
computers 
So tell us about 
the genesis of 
Activision; how was 
it formed? 
À lot went 
wrong at Atari in 
1979, in spite of 
the fact that they 
were making $100 
million per year 
selling videogame 
cartridges. They 
made a classic 
mistake, one that 
is repeated over and over in 
every business. They didn't follow 
rule number one: If you make your 
living on creative products, keep your 
creative talent happy. 
Four of Atan's most successful 
game designers: Larry Kaplan, Alan 


&& | was only there for two years 
before Atan lost its way. | got out 
and started Activision just In time 73 


Miller, Bob Whitehead and | tended 
to hang around together. One day we 
discovered that we four had created 
games that accounted for 60 per cent 
of Atari's $100M in game cartridge 
sales for the previous year. VVe were 
making less than $30K salanes. 

When we asked Atari's new 
president (Nolan was no longer there) 
for a piece of the action, we were told 
“You are no more important to the 
success of those products than the 
person on the assembly line who puts 
them together.” 

We didn't agree so we left to form 
our own game publishing company. 
We met up with Jim Levy and 
together created Activision. 


You must have 
felt tremendous 
satisfaction when 
you were finally 
given credit for the 
games you made... 


That was a 
founding premise of 
the company. We 
started our own 
publishing house 


because we felt 
that people would 
like to know who 
authored their 
favourite game so 
that they could buy 
their next one. 


What was really fun was going 
into the game store the day our first 
four games shipped. The owner of 
the store was just unpacking the 
boxes and looking at our pictures as 
we entered the store. He did a 
classic double-take 

When you co-founded 
Activision in 1979 did you ever 
anticipate it would become 
one of the biggest companies 
in the industry? 

At the founding of the 
company, videogames were 
largely considered a fad. We certainly 
knew better. The videogame provided 
a way to interact with your TV, 
which promised a more immersive 
experience than either television 
or movies. And both television and 
movies had proven themselves to be 
more than just a fad. 

The Activision of the 1980s very 
quickly became the biggest company 
in the industry. So we didn't have long 


DAUID CRANE 


FREE va 
Lasam mass 


FISHING DERSTY 


DRAGSTER 


to wait to find that out. At one point 
a financial analyst made the case 
that Activision was the fastest- 
growing company in the history 
of American business. | think ft 
is also great that the Activision 
of today has regained that 
dominance. The company's 
current management has 
done a great job of leveraging 
the Activision name and 
developing cutting-edge 
products that continue to 
keep ft at the top. 

What would 
you say was 
the secret to 
Activision's early 
success? 

In the early 
days of Activision 
our primary focus 
was quality. We 

continued to work on a game until the 
whole group could say it's as good 
as it's going to get. Most times that 
meant a whole lot of rewriting and 
tweaking. And sometimes a game 
never reached that threshold and it 
was shelved 

Uncentain schedules played havoc 
with the sales and marketing folks, 
making it hard to predict when the 
next game would be coming. But 
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after a while we got pretty good 

at predicting, and we were able to 
commit to a number of games from 
each designer (we just couldn't say 
what the game would be until it 
was finished) 

We were the small, upstart 
company so we couldn't let our 
players down. And we succeeded 
People raved that each Activision 
game was better than the last, and far 
ahead of the competition. 

Activision had always striven 
to create new IP instead of arcade 
ports. Why was this? 

That was a sign of the times 
The Atari 2600 was designed to bring 
Atari's arcade games to the home 
A lot of the game development time 
at Atari was taken up making home 
versions or their arcade games 
Activision didn't own any arcade hits, 
so we had to create new games from 
scratch. Of course, that was more 
fun anyway. 

The market was pretty small at that 
time as well, When there are only two 
dozen games on the shelf, a buyer 
can study all of them before making 
a choice. Once there were hundreds 
of games it made sense to attach a 
pre-sold label to a game. 

And how do you think the 
Activision of yesterday compares 
to the one of today? 

There is no comparison. The 
Activision of the Eighties was a 
research project. Every aspect of the 
business, from technology through 
marketing had to be invented. You 
could fill a textbook with the ideas 
pioneered by the over-achievers 
who flocked to work at Activision 
And many of those ideas are still in 
use today. 

Today's Activision is a highly 
evolved publishing business. They are 
very good at what they do. But to try 
to compare the two companies would 
be like comparing America's founding 
fathers to Washington DC of 2010 

Where did the idea for Little 
Computer People originate? 

The germ of the idea came from 
an artist/musician by the name of Rich 
Gold. He wanted to make a software 
version of the Pet Rock. He raised 
some money and had some early 
programming done before showing it 
to Activision. | saw the start he had 
made and was intrigued. Activision 
covered his expenses and spent 
several hundred thousand dollars more 
on the project, including almost a year 
of my time 

Rich's idea had a flaw. The beauty 
of the Pet Rock was that you could 
sell for something that cost nothing for 
ten dollars, but only if you surrounded 
it with a great story. Little Computer 
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People (which was originally called 
Pet Person) was the opposite. lts 
cost was astronomical, so it had 
to be sold at a high price, and 
therefore it had to provide some real 
entertainment value 

| added interactivity, communicating 
both to and from your LCP. Our 
marketing department surrounded it 
with a compelling story about gremlins 
living in your computer, etc. | worked 
with the production department to 
figure out how to make every disk 
unique, each with its own special LCP 
kt was one of the most demanding 
software projects developed in the 
1980s. We weren't sending a man to 
the moon or anything, but we created 
a convincing life form inside the 
Commodore 64 

Why do you think the Pitfall! 
franchise has proven to be so 
popular over the years? 

First, the platform game genre 
was the most expandable style of 
game on the early consoles, À game 
designer could take the player to any 
world that he could envision (as 
long as the console could display 
that vision) 

Second, even as the first of its 
genre, Pitfall! provided a lot of game 


play. Within the limits of a 4KB ROM, 
it was rare to have more than a few 
game screens. The technical trick | 
pioneered for that game — using an 8- 
bit polynomial counter to define each 
screen — provided for more than 200 
screens of game play 

Finally, in gaming, each sequel has 
to be bigger and better than the last 
So when you start with an original 
game that has so much more in it 
than other games, each sequel is 
forced to be that much better 

Pitfal!! represented a big leap in 
gameplay. And each sequel had to 
be even better, so the whole body 
of work tended to stay ahead of the 
curve, keeping new audiences happy 
while remaining true to the spint of 
the onginal 

Looking back over your career, 
what game are you most proud of 
and why? 
| recently completed my 68th 

published game, and each one has 
something about it that | consider 
special. Sometimes the part that 
makes me proud is a unique game 
play feature, and sometimes it is an 
extremely esoteric programming 
technique that might take several 
pages of explanation. To list a few: 


KG If my name is on a game, 
you can be sure that | wrote 
the majority of the code 33 


Most obscure display technique 
Atari 2600 Dragster for the moving 
48-bit dragster kemel 

Best overall use of the Atari 2600 
hardware: Grand Prix for the size 
and colour of the car, and the edge 
treatment of the disappearing cars 

Image compression/ 
decompression: C64 Transformers, 
for run-time rendering of two- 
dimensional textured parts for 
transformation animations 

Digitised speech player: C64 
Transformers again, for custom disk 
driver pulling real-time audio data from 
the flip side of the disk. 

Best computer opponent: 
Candystand Billiards, computing bank 
shots through the use of phantom 
pocket projections 

Screen data generation: Pitfall! B-bit 
reversable polynomial counter. 


Are you still 
in touch with your 
former Activision 
co-founders? 


Ve will run 
into each other 
occasionally, 
particularly at classic 
gaming events. But 
despite the fact that 
we all still live in the 
Bay Area, it is a big 
place and we have 
spread out pretty far. 


31064] Solving the problem af a short turnaround, this and the driving section of Ghasthusters were taken from a game Activision already had in production led Car Wars, 
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David's first game was 
Outlaw, itwas released 
in 1977. 


Pitfall! featured over 200 


screens of gameplay. 


Pitfall! quickly became 


one of the best-selling 
Atari 2600 games ever, 
with over 4 million copies 
of the game sold on the 
console alone. 


David has recently 
completed his 68th 
published game. 


A Boy And His Blob 
featured 14 different 
flavoured jellybeans. 


The concept behind Pitfall! 


took David around 10 
minutes to think up, but 
ittook him around 1,000 
hours of programming to 
complete it 


For most of David's adult 


life he played tennis with 
an national tennis rating 
of 5.0. Very few reach this 
level, and the best rating 
you can achieve is 7.0. 


There are 7 games in the 
Pitfall! series, including an 
arcade version of Pitfall Il 
developed by Sega. David 
has only worked on 3 
Pitfallititles. 


0: Tell us a little about 
the forming of Absolute 
Entertainment; why did it 
come about? 
DC: When the videogame business 
crashed in 1983, Garry Kitchen and 
his co-workers in Activision's eastem 
design centre spun off to form 
Imagineering Inc. to do contract game 
development. They developed the 
Simpsons games for Acclaim, and 
became the largest North American 
developer for Nintendo NES games 
After a few years of success as 
developers they decided to also 
publish games, creating Absolute 
Entertainment as a brand. Garry 
contacted me to help to create and 
expand a line of games for Absolute, 
and before long | joined the company 
full time and he and | were working 


together again 


>: How much 
involvement did 
you have with 
the games? Were 
you still coding at 
the time? 
DC: If my name 
is on a game, you 
can be sure 
that | wrote 
the majority 
of the code in 
the game. | find 
that programming 
is the best way to 
guarantee that a 
game will meet my 
standards. It is the 
Pros that 
reathes life into 
the characters 
and gameplay. 
That often means learning 
a new game system or a new 
programming language, but 
that is the price | have to pay to 
keep control. | wouldn't have it 
any other way. 
H: Why did you decide to 
close the company in 19957 
And how difficult a decision 
was that? 
DC: The videogame 
business runs in cycles. 
l have been in the 
business for 33 
years, and over that 
time there have been 


a number of boom 
and bust periods. Absolute 


ran into a bad patch in the business 
and couldn't sustain operations. The 
cost of ROM cartridges from Japan, 
coupled with heavy-handed retailers 
squeezed game publishers to the 
point that they could no longer make 
a profit. With ROM cartridge games, 
a publisher had to order goods far 
in advance. If you ordered too many 
you would be stuck with games you 
couldn't sell. If you ordered too few 
you would be giving up profits. It was 
painful to close down Absolute, but 
the same was happening to small 
publishers all around the world, 
"0: And it was then that you set 
up Skyworks Technologies. Tell us 
a little about it... 
DC: After Absolute, Garry and | 
decided that we would stay away 
from a business that had inventory 
risk. We decided to treat 
the internet as a game 
platform, and we began 
designing games that could 
be played in a browser. In 
1995, people had not yet 
become comfortable 
buying anything online 
— if you remember, 
people were terrified 
that their credit card 
information would be stolen. 
So we had to come up with a 
new business model 
We created what would later 
be known as Advergaming. 
People weren't shopping online, 
but they were browsing, and 
E 
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companies were trying to get the 
attention of the casual internet user. 
There is no better way to do that than 
to give people free games to play. So 
we developed games and licensed 
them to companies to put on their 
web sites. It made for a three-way 
partnership: we got paid for making 
games, people got to play games 
for free and advertisers could draw 
people to their web sites. It worked a 
lot like the earty days of commercial 
television with sponsored shows. 
"0: Tell us about Candystand... 
DC: The Candystand was 
Advergaming applied to a dedicated 
gaming site. The Lifesavers Candy 
Company spent a lot of money on 
brand promotion. For the Candystand 
we took a small percentage of their 
promotions budget and built a place 
to play games. Lifesavers brands 
would sponsor the games as if they 
were outside advertisers. Skyworks 
provided dozens of brand-new games 
that could onhy be played on the site, 
generating as many as 80 million 
game plays per month 

The Candystand delivered the 
lowest cost per brand impression 
of any internet advertising method. 
In other words it was the most 
successful form of internet advertising 
in that decade, 
*º: And your collaboration with 
ESPN... how did that come about? 
DC: A number of times over the 
years, Skyworks worked with ESPN 
to provide games and promotions. 
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Eventually ESPN decided to hand 
over the reins of its gaming site. We 
created a special ESPN game site 
similar to the Candystand. But in 

this case they sold advertising space 
to other companies. This was a 
moderately successful arrangement, 
onty limited by the leaming curve of 
their salespeople who could never 
quite understand the difference 
between sponsorship and advertising. 
"6: You later moved into the 
iPhone market. What do you think 
of the iPhone as a gaming device? 
DC: | love the iPhone as a gaming 
device. | love the iPad even more. 
For years we have waited for the cell 
phone that could play games, and the 
iPhone is the first real candidate. But 
you don't need me to tell you that 

— just compare the number of games 
available for the iPhone to any other 
handheld device 


Ho: Sowh 


did 
ou set up AppStar 
ames? 


DC: Garry and | sold 
Skyworks in 2007, 
but we agreed to 
continue to work 
with the company for 
a period of time. In 
October of 2009 we 
parted company. 

| have been 
designing games 
since 19// so tis . 
only natural that | will 
continue to do so. At 
AppStar Games we 
sl to publish games 
or the iPhone, iPad 
and various other 
handheld devices. 


"O: Are you happiest 

managing companies or simply 
programming? 

DC: | still program games every day 
The only distinction | might make is 
that | am not just a game programmer 
We use the term “game designer 

to describe a programmer who also 
figures out how to put the fun into the 
game. That is what | do. 

E rely on other experts — artists, 
animators, composers, sound effects 
specialists etc, but what | do is to take 
the work of these others and breathe 
life into them. | create a complete 
world in which they have an existence 
of their own, and it is this world into 
which the player is allowed a glimpse. 
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"O: Aside from your excellent 
Atari Magic apps, what else can 
we look forward to? 

DC: | developed the Atari Magic apps 
just to document some of the more 
obscure tricks that were needed to 
make a game for the Atari 2600. It 
wasn't much more than a labour of 
love. | haven't had time to do more in 
that senes, however, because we got 
busy developing The Iron Horse for 
the iPad and iPhone. 

The Iron Horse is a very simple 
game — by design. At a recent 
conference | spoke to a number of 
contemporary game designers. 
One told me that “| can design a 
giant story game with hundreds of 
thing to do and see. Butt is really 
hard to make a simple game 
that is just fun to play.” 

Figuring out something 
that is simple to do and 
vet still fun is what Garry 
and | do best. That is 
embodied in The Iron 
Horse. At first blush you 
will think of it as too 
simple to be interesting 
But a few minutes into 
the game you might 

be surprised 

As one reviewer put it, 
“When | sit down to play a 
game or two, it becomes 


"0: You've been working with 
Garry Kitchen for many years now. 
What's he like? 

DC: Garry is a rare type — he's an 
entrepreneur businessman who can 
still roll up his sleeves after all of 
these years and write game code 
Like me he realises that the best way 
to achieve a vision is to program the 
computer yourself. 

He is also the most honest and 
responsible person | have met in 
business. If you sit down to make a 
deal with Garry, his goal is to make 
sure that both parties end up with 
a deal that makes sense for their 
respective businesses. | couldn't have 
a better business partner. 

"0: How do you find the iPhone 
to program on compared to 
earlier systems? 
DC: All game systems 
have their little quirks, and 
| suppose the iPhone is 
no different. But one of the 
most important issues when 
dealing with a game console 
is performance. How fast 
will my game operate on 
the device? The iPhone 
performance is great 
And more importantly, 
because the iPhone 
doesn't run multiple apps 
simultaneously, a game 


6 [Atan] made a mistake 
— one that Is repeated over 
and over in every business 73 


nine or ten. ks just very easy to pick 
up and play, very intuitive. | never once 
played it for more than five to ten 
minutes at a time, but it's always one 
of the first games I'd play when sitting 
down with the iPad with intent to do 
something else.” 

H: Where do you see the games 
industry in ten years? 

DC: Ten years is too far for my 

crystal ball to see. But the biggest 
thing in the past few years is direct-to- 
consumer sales. It is so easy to buy 

a game from the App Store that it is 
easy to forget that you used to drive 
to Toys R Us or the game specialty 
shop in the mall. Now you can own a 
game in seconds. 

But as the number of game 
offerings go from hundreds of 
thousands to millions, new and better 
ways to identify good games will have 
to be created. | am anxious to see 
how that question will be answered. 


designer can count on the same 
performance for every player, every 
time. When you hear complaints that 
the iPhone doesn't run multiple apps, 
consider what will happen on those 
devices with multiple programs vying 
for one CPU. 

85: What do you think of the 
current generation of videogames? 
DC: There are some great console 
games on the market. There are 
games that required dozens of 
talented people working many years 
to complete. Those games are not my 
cup of tea, either making or playing, 
but as a player you should enjoy 
them. A lot of things have to come 
together to make them possible, and 
unless you support them with your 
purchasing dollars you won't get to 
see the next generation of that game. 
»: Do you own any current- 
generation consoles and, if so, 
what are your favourites? 


DC: Unfortunately | don't have much 
time to play games. | suppose that 
seems funny since playing games 
led to my career in making games. 
But making a game takes so many 
hundreds of hours that there just 
doesn't seem to be much time. 

"0: How has the industry 
changed since you started, and 
do you think it has changed for 
the better? 

DC: As | have said, the biggest 
change in the industry has been 
direct-to-consumer sales of games. 
Large studio games will still be 
funded by one of the larger publishers 
like Activision, but direct sales make 
it possible for many smaller 
developers to create games and get 
them to market, 

This can be a good thing for some, 
but it actually causes other problems 
One of the biggest problems is 
the lower price points for games. 

À teenager making a game in his 
bedroom might be happy to make 

a few hundred dollars on a game, 

so he has no problem offering the 
game at 99 cents (| have read of guys 
who were perfectly happy that they 
were able to buy a new Mac on the 
proceeds of a game). But professional 
game studios have to pay half-a-dozen 
professionals, pay the rent, utilities 
and health insurance for two dozen 
employees. That is hard to do if the 
expectation is that a game is only 
worth 99 cents. 

When | spend thousands of hours 
making a game, including tens of 
thousands of dollars of art and sound 
development, | still have to sell the 
game for only a dollar or two. Thanks 
to thousands of tesnagers making 
games at home, that is what the 
market has come to expect. Once you 
play a game made by a professional 
design team, you can certainly see the 
difference. But until you do, it is hard 
to get noticed. 

"0: Before we go, we have to ask: 
how good are you at tennis? 

DC: For most of my adult life | played 
tennis with an NTRP (National Tennis 
Rating Program) rating of 5.0 (this 

is a standardized scale from 1.0 for 
beginner to 7.0 for Roger Federer). A 
very small percentage of the millions 
of tennis players achieve a rating 

of 5.0 or better. Tennis has been 

a lifelong passion, and it helped to 
make Amazing Tennis into a realistic 
simulation of the game (Amazing 
Tennis was so named for the amazing 
3D parallax display never before seen 
on the SNES). 

| still play tennis in toumament and 
league competition, but due to age 
and injuries | no longer play at 
the 5.0 level. dra 
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YOU ASA THE 
JUESTIUNS 


Ve were inundated with questions for 
David Crane. He managed to answer a 
good selection of them... 


Who did that voice sample in 
the Ghostbusters game? 
That is a good question — and one that 
| don't clearty remember. | had written 
an audio digitiser and driver for the 
C64. The actual voice sample would 
have come from Russell Lieblich, who 
sadly passed away in 2005. Russell 
provided music and sound effects for 
many of Activision's games in that 
penod of time, I'm sure he would 
have first tried to use the voices 
from the movie theme song. But it is 
possible that he was unable to isolate 
that sample from the underlving 
theme music, which 
would have made the 
sample unusable. 
H that happened 
he would have 
probably set up a 
microphone and 
borrowed people 
in the company. 
But | don't know 
for certain, and | am 
sorry to say that we can 
no longer ask him 


Have you ever been tempted to 
make Pitfall 3? 
Pitfal! (the license) remained the 
property of Activision after | left in 
1987. So | never thought much about 
resurrecting Pitfall Harry after my 
departure. But | do like side-view 
adventures, and | have done a number 
of games in the genre since then as 
online games, 


Do you still have the 
personalised license plate “Pitfall”? 
lf so, how much to buy it from you? 
| still use that license plate since | 
putit on my car in 1982, | had an old 
2802 that was due to be replaced, 
and | was on vacation thinking about 
a new car and what custom license 
plate | might like. There was no way 
to get “Activision” to look good with 
only seven letters, and that was a 
disappointment. VVhen it struck me 
that Pitfall would fit perfectly, | cut my 
vacation short to get to the DMV. 

As for buying it, | would gladly 
consider any seven-figure offer. 


Have you ever finished a project 
and immediately thought of a 
dozen ways to improve it? 

Every game project ends because 

ft hits a limit, and that limit is rarely 

a lack of ideas. In the early days we 
ran up against the ROM limit before 
any other. As technology improved 

a project ran out of time or budget 
before running out of memory. But 

in either case the key to videogame 
design is to get as much playability 
into a game within the available limits. 

There has never been a game that 

couldn't have been made better 
with more time, more 
budget or more memory. 


What non- 
Activision Atari 
2600 game 
impressed you 
the most? 
While still at Atari, 
Rob Fulop did a 
great job on the 
2600 version of Missile 
Command. Making a 
2600 version of an established 
arcade game is one of the toughest 
challenges in our field, and that was 
very well done. 
À second choice would also be 
a Rob Fulop game: Demon Attack. 
There wasn't a lot to the game 
graphically, but that could be said of 
most 2600 games. Rob tweaked the 
game very well, keeping the game 
compelling as it ramped up over time. 


What was/is your biggest 
programming regret and why? 
Looking back | wish that Little 
Computer People had been a 
commercial success. While it was a 
huge critical success, there was so 
much programming in the game that 
it cost more to produce than it made 
at retail. We had dozens of ideas 
for follow-up products, but if those 
ideas were going to lose money the 
company couldn't afford to produce 
them. | regret that we were unable to 
follow those ideas to ses what might 
have become of the first large-scale 
simulated life form on a computer. 
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brought classic coin-ops 

into the homes of millions. Yet 

for every celebrated conversion like 
R-Type, dozens of classic arcade games 
languish in obscurity. Here, Ryan Lambie takes a 
look at 13 ofthe most unjustly overlooked games 
neverto leave the arcade 
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SNK, 1989 


” ...or Conan Doyle's The Lost 
World seen through the filter of 
an Eighties horizontal shoot“em 
up. Prehistoric Isle's “investigate 
the Bermuda Triangle" opening 
story is but a flimsy excuse for an 
exotic, dinosaur-themed blaster 
that blends a Fifties B-movie's 
disregard for historical accuracy 


with no-frills late Eighties blasting. 


Taking control of a flimsy 
red biplane, you fly over a leafy 
island populated by the cast of a 
Ray Harryhausen film, including 
prehistoric lizards, giant insects 
and kamikaze cavemen who will 
cling to your wings with all their 
strength. Power-ups are collected 
from floating eggs, and in a neat 
little riff on the R-Type weapon 
system, a collectable turret can 
be rotated around your plane to 
protect it from above, below or 
behind. This mukti-directional 
firepower comes in handy, 
because Prehistoric Isle takes a 
particularly sadistic delight in 
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abruptly changing the direction 

of its scrolling, with sudden dives 
into caves and waterfalls, or 

steep climbs up the sides of cliffs. 
The extreme agility of the isle's 
denizens — who fly and leap from 
all angles, intent on mangling 
your plane in their jaws — plus the 
scenery's cluttered outcroppings 
of fauna and rock, make this a 
particularly claustrophobic shooter, 
requiring careful memorisation of 
enemy patterns and stage layouts. 

Prehistoric Isle's graphics, while 
not in the league of, say, R-Type, 
are distinctive and packed with 
charm, with dinosaur designs 
ranging from vaguely plausible 
— pterodactylIs and brontosaurus, 
for example - to the completely 
insane, like leve! 3's floating whale 
beast thing. 

In an era when shooters as dull 
as P-47: The Phantom Fighter were 
widely ported, it makes little sense 
why Prehistoric Isle wasn't also 
given the conversion treatment. 
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RELEASED IN 1986, Aliens was one of the 
decade's greatest sci-fi movies, and its success 
made an adaptation inevitable. Unusually, 
Aliens was treated to three tie-in games for 
home computers: Activision and Software 
Studios both released titles called Aliens: The 
Computer Game in 1987. Shortly after, Square 
created a Japan-only Aliens game for the MSX. 

In 1990, Konami released an Aliens tie-in of 
its own, which took the form of a side-scrolling 
shooter. Unfortunately, it appears that Konami's 
programmers didn't bother to watch the movie 
before getting started; the game presents a 
blonde Sigourmey Weaver battling through 
an army of creatures that have nothing to do 

with the film, including zombies, floating heads 
and pink aliens. Despite this lack of cinematic 
attention, Aliens remains a great scrolling 
blaster that really deserved a home conversion 





Cadiliges find Dinosauss 
Capcom, 1992 


» Capcom may be better known these days for 
its seemingly endless Resident Evil and Street 
Fighter spin-offs and sequels, but back in the era 
when scrolling beat-'em-ups ruled the arcades, it 
produced masterpieces like Final Fight and, less 
famously, Cadillacs And Dinosaurs. 

Based on the US comic of the same name, 
Cadillacs And Dinosaurs is a three-player brawler 
with à pace and styling not unlike Sega's console 
hit Streets Of Rage. It features the usual roster of 
characters to choose from — three muscle-bound 
guys, and one buxom female — and eight levels of 
marauding thugs to bludgeon senseless. As the 
name suggests, its dinosaurs are its big gimmick: 
unapologetically huge beasts that attack both 
player and enemy with savage abandon. 
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THE UNCONVERTED 


Dinosaurs aside, Cadillacs is a fairly predictable 
Nineties beat-'em-up. There are the energy-sapping 
super moves to help you out in emergencies, the 
typical enemy names - Vice T, for example - and 
cringeworthy dialogue, plus the usual obsessions 
with bondage gear and hugely overweight enemies. 

There's an impressive armoury, from basic blunt 
instruments to grin-inducing automatic firearms. 
The missile launcher is the best of the lot, capable 
of reducing enemies to a shower of eyeballs and 
gore. It's fun, and certainly polished, but isn't a 
patch on Capcom's superior D&D scrolling fighters. 

Unfortunately, the gaming world was in the grip 
of Street Fighter Il by the time Cadillacs arrived, 
and it's likely that by 1992 the scrolling fighter was 
considered a little long in the tooth. Nevertheless, 
Cadillacs And Dinosaurs is worth rediscovering, not 
least for its gargantuan dinosaur sprites, impressive 
cache of weapons and relentless action. 
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Konami, 1993 
À seroling beat-em-up in the grand tradition of Double Dragon and Final Fight, 
Violent Storm was one of the few Konami fighters of its era not based on a 
licence. In terms of gameplay, it treads familiar tertory, with three tough guys to 
choose from and a scrolling battlefield of goons to kick your way through 
À catchy slice of J-rock provides the soundtrack, and the whole game looks 
and sounds like a Saturday moming cartoon, with colourful characters and plenty 
of floppy fringes. The predictable beat-'em-up caricatures are trotted out —- no 
brawler would be complete without a miniskirt-wearing bondage chick, after all — 
but this is easily forgivable thanks to its anarchic sense of humour. VVhere most 
beat-'em-ups attempted to create a gritty urban atmosphere inspired by movies 
such as The Wamiors, Konami took a more slapstick approach: few other games 
draw attention to their enemies” dim Al as Violent Storm does, with these ídiots 
constantiy blowing themselves up or falling off speeding trains 
The weapons provide similar moments of weirdness, including 
one instance where you can pulverise enemies with a 
rugby ball made from a roaming piglet 
In fact, Violent Storm rivals Metal Slug for moments 
of sheer strangeness, and, by the stage 5 boss — a 
statue that transforms into a body builder wearing à 
thong — things are becoming very weird indeed 
Admittedly, the gameplay can become repetitive 
— you're essentially fighting the same dozen sprites 
over and over again — but this is by no means an atypical flavy 
in the era's fighting games, and Violent Storm ranks among 
Konami's best offerings. 
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» [Arcade] This musical 
arca boss pays homage to 
tha classic Paraso! Stars 


Taito, 1995 


Taito returns to the classic and 
highly addictive static-screen 
gameplay of the onginal Bubble 
Bobble with Bubble Memones, which 
takes series protagonists Bub and 
Bob to their onginal dinosaur guises 
And thanks to the supenor processing 
power of the mid-Nineties, the 
gameplay is more manic than ever; 
the reptilian heroes can move more 
quickly and blow more bubbles at 
a tume, and the game as a whole is 
much faster paced than the onginal 

There's even the vaguest whiff 
of R-Type about this outing, with an 
extended press of the fire button 
creating a huge super bubble that can 
capture larger foes — or several smaller 
ones — for extra points 

Bubble Memornes plays like a 
loving homage to all the Bubble 
Bobble games that came before 
it, with classic enemies from as far 
back as 1983's Chack'n Pop making 
a welcome reappearance. There are 


also references to Rainbow Islands 
with that game's treasure chests 
and power-ups; musical notes and 
demented instruments from Paraso! 
Stars; plus big end-of-level bosses that 
have long been a seres feature 

Taito pulled off a tricky balancing 
act with Bubble Memones; ft remains 
fanhful to the spint of the original 
while introducing new, engaging ideas 
of its own. The two-player co-op 
gameplay is as addictive as ever, 
while the increased variety of enemies 
and obstacles provide unexpected 
challenges to long-standing Taito fans 

Despite the mystifying inclusion of 
some frankly ugly digitised backdrops, 
and some infunating credit-gobbling 
later stages — which the original 
Bubble Bobble, classic though it is, 
also contains — Bubble Memones is 
a more than worthy entry in the 
Bobble canon, and joins Paraso! Stars 
as one of the seres most sorely 
neglected instalments 





Cave, 1998 


À rare vaunt into puzzle game territory for Cave, 

a developer more commonly associated with bullet hell 
shoot-'em-ups, Vo Poko is a cross between the colour-match 
gameplay of Puzzle Bobble and the physics of pinball 

Operated with the press of a single button, you must launch 
like-coloured spheres into the play area. The system works like the spring-loaded 
plunger on a pinball machine — the longer the button is held, the further the ball 
will go. But despite this lack of direct aiming, it's surprising just how intuítive Uo 
Poko's control system is, and how little time it takes to leam 

Otherwise, Uo Poko plays like a standard action puzzler, with increasingly 
intricate pattems of coloured spheres to match and clear, and a gradually 
tightening time limit that sees the play area decrease in size each time you 
make a mistake. There are bonuses rewarded for chain reactions, and later 
stages introduce new types of sphere; some must be shattered, while others 
are indestructible. 

There's a strange nautical theme — it has something to do with cats exploring 
the ocean in a submarine — which adds plenty of whimsical charm but doses little 
to enhance the gameplay. 

You could argue that Uo Poko feels a little too familiar, and borrows a few 
too many ideas from games like Columns and Puzzle Bobble, but Uo Poko's 
real masterstroke lies in its excellent two-player co-op mode. This presents 
players with an entirely new set of levels where careful co-ordination and 
communication is required to complete each stage 

Ultimately, Uo Poko is a charming, addictive puzzler, with one of the most 
engaging two-player modes in any game of its type — and it's a game crying out 
for a conversion to the DS or iPhone 


» [Arcada] Lka the best puzzle 
games, Vo Poko's control 
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But with the advent of digital the games available in Japan. But 
download services such as the who knows? Forgotten classics like 
Wii's Virtual Console, there is at Armed Police Batrider or Prehistoric 
least a small chance that some Isle could be coming soon. 
of these neglected games could e RED Ee SESI E 
make an unexpected comeback. Ez E 
In Japan, Namco has made a es x Ger 
number of obscure titles from its ê E Es Ei 
back catalogue available for the E b. se EV 
Wii's download service, including ES Sa io E 
the farm-themed maze game x. , as SS: 
Rompers and one-on-one fighter Es 


! 
! 
e 
j 
o 
y 


Knuckle Heads. 


RETRO GAMER COLLECTION VOLS 67 














A 


= WAR 
do : ! =. 


68 RETRO GAMER COLLECTION LOL 5 





PECTIONM: COLECOVISION 


From the same company that 

would inflict the Cabbage Patch Kids upon 
the world, the ColecoVision entered an 
industry on the verge of collapse. 

Damien McFerran speaks 

to the man behind the machine that 

could have ruled the world 


here are some striking 
similarities between the 
ColecoVision and Sony's 
all-conquering PlayStation. 
Both machines were released by 
companies that nominally operated 
outside the videogame industry 
- Coleco began life as Connecticut 
Leather Company before moving 
into children's toys, and Sony was, 
and still is, a purveyor of consumer 
electronics, movies and music. Both 
platforms were also more powerful 
than their closest competitors 
and relied heavily on third-party 
licences, with Coleco signing up 
some of the best arcade titles of 
the era, while Sony secured victory 
with the assistance of talented 
studios such as Namco, Square and 
Konami. However, it's there that the 
similarity ends: while the PlayStation 
went on to dominate the 32-bit era, 
the ColecoVision's potential was 
stymied by the videogame crash of 
the Eighties — a cataclysmic event 
brought on by market leader Atari's 
poor business strategy. 

The ColecoVision hardware was the 
brainchild of Eric Bromley, a 
designer and engineer who had 
3 up R&D divisions 


the most 


talented 
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within various 
was in betwes when Coleco's 
Mel Gershman asked him to come in 
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and play equipment, the former being 
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With the financial resources in place 
to make his dream a reg romiley 


set about engineenng w would be 
considered the most powerful gaming 
machine of the period. “The key to the 
ColecoVision was that this was the first 


home videogame that could display 
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such as 1 Cale: 
out the ColecoVison 


and update the entire screen at almost 
arcade resolution, which in 1982 was 
256x192 pixels, and at the same time 
move objects around at a speed that 
would test the hand-eye co-ordination 
of teenagers,” he comments. “In order 
to do that, we needed to employ an 
array of RAM chips, which could create 
a graphic matrix, which was then sent 
out to the TV. Texas Instruments” chip 
was extremely clever — it could move 
a limited number of foreground objects 
very rapidly on a second layer over the 
background without redrawing the entire 
screen. Both layers required RAM, but 
with cheaper RAM we could produce 
arcade-quality games rendered by a 
console that could be sold to retailers 
for under $130." 

Bromley was the perfect person 
to tackle such a project because he 
was a keen arcade gamer himself and 
instinctively knew what was required to 
replicate the thnilis generated by cutting- 
edge coin-op hardware. “| was a coin-op 
alumnus,” he says. “| knew almost 
everyone in the business and had access 


U| VIDEO GAMÍ 


knew that in order to sell the console 
we needed to have a cartndge library 
- and thus began the licensing frenzy. 
| introduced Coleco's head of licensing 
Al Kahn to many of the coin-op game 
companies. He would spearhead the 
licensing while my team developed the 
console that could render them. | was 
part marketing and part design.” 
Arcade titles of the day had the 
power to make or break new home 
hardware — a fact that Bromley was 
acutely aware of, because acquiring killer 
titles was all part of his overall strategy 
for the ColecoVision. “Originally, | had 
two games in mind; if we could get the 
rights, we could blow everyone out,” 
he states. “The first was Zaxxon, a 
3D game which was one of the best 
gaming titles at the time. The other was 
Turbo, one of the best driving games 
ever — at least in the early Eighties. | 
would have liked Space Invaders and 
Pac-Man, but Atari had already gobbled 
them up. | argued against doing "knock 
offs', which was the custom of many 
home game companies at the time. | 
urged Arnold Greenberg to pay for 
the licences. Besides being the right 
thing to do, | argued that if we paid 
for the actual arcade game title, we 
did not have to describe the game 
or wait for customer word of mouth 
to promote its virtues. Just say Turbo 
or Zaxxon and every kid would know 
what you were talking about and 
immediately want it.” 
This approach — which seems 
obvious today but was considered 


SYSTEM 
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proliferation of clones based on 
famous coin-cp machines — had a 
two-way advantage. “Vlhen a toy 
company promotes its home games, 
usually months later than the arcade 
introduction, the TV ads and publicity 
create new interest in the original arcade 
game,” elaborates Bromley. “Because 
we often could not completely fit most 
games onto a cartridge, the kids went 
back to the arcades to see all the levels 
and features not found in the home 
version. Thus, we created an amazing 
commercial symbiosis: because the 
kids already knew what the game 
was, home sales didn't ramp up; they 
exploded. Thanks to that explosion, the 
media covered the products 
and prolonged the revenue 
stream at the arcade venues 
Both the coin-op operators and 
manufacturers benefited from 
this exposure.” 
However, despite Bromley's 
hard work and the creation of 
a visionary business strategy 
that had the potential to 
make the company millions 
of dollars, the plug was very 
nearly pulled on the entire 
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sales and marketing was about to drop 
the product," he remembers with a 
grimace. “| had to privately talk Amold 
Greenberg into going forward. My 
argument was that the Atan VCS/2600 
and Mattel Intellivision could not do 
either Zaxxon or Turbo in any way close 
to the ColecoVision, which had twice 
the horizontal resolution of the Atari VCS 
and half again that of the Intellivision 
Atari was using what was essentially a 
chip that directiy wrote the screen on 
the fly; thus, any complex graphic 
would take too long to be displayed 
Add to that speed limitations that made 
it impossible to render graphically 
interesting objects fast enough to create 
hand-eye co-ordination difficulties. It 
just could not be accomplished with 
Atari VCS technology. The Intellivision 
had even more issues. It used General 
Instruments” five-chip set with several 
chips used to write different sectors 
of the screen. There were extensive 
restrictions on moving from one sector 
to another, creating problems moving 
objects diagonally over the boundaries.” 
Bromley was very aware of the 
Intellivision's limitations because he 
had a hand in developing the hardware 
inside the rival console, as at one point 
Coleco was about to snap up the 
chipset itself. “| helped develop the 
chipset and its operating system,” he 
reveals. “After spending almost two 
years working with General Instruments, 
trying to fix a myriad of problems, | 
suggested that Coleco walk away from 
it. We did, and much to my amusement 
Mattel bought it. | was wild with glee 


We knew that we could be vastly better 
than our competitors and they couldn't 
fight back.” 

Bromley's unwavering faith in 
his creation paid off, because the 
ColecoVision eventually made it 
into production, The machine's raw 
graphical power and clear technological 
advantage over the competition helped 
it sell 2 million units before the world 
came crashing down in 1983, but 
possibly the biggest contribution to the 
ColecoVision's success was the game 
that was given away free with each 
console: Nintendo's Donkey Kong. The 
story of how Coleco came to acquire 
this highly desirable licence from under 
the nose of the incumbent Atari is the 
stuff of videogame folklore, and Bromley 
is more than happy to exclusively reveal 
the entire gripping saga 

“It all began with a business trip to 
Kyoto,” recounts Bromiley. He was in 
Japan to meet with Nintendo president 
Hiroshi Yamauchi. “Kt was late afternoon 
when we were allowed to enter the 
supreme chamber. The room was 
one quarter the length and width of a 
football field and was completely done, 
floor to ceiling, in matched teak panels. 
| don't recall as much as a clock or any 
picture on the walls. The only thing that 
broke up this expanse was the doorway 
opening, one eight-foot desk in the 
centre of the room with nothing on it 
but a pad and penci, two plain wooden 
chairs set in front of the desk and one 
very tall-backed leather chair behind ft 
When we entered, we were the fifth, 
sixth and seventh objects in the room. | 


RETROINSPECTION: COLECOU 


sat down in the left-most chair in front 
of the desk, and my friend, translator 
and mentor in all things Japanese, 
Makihara-san, sat next to me. Yamauchi 
san's aide said Yamauchi-san will be in 
shortly” and then, night on cue, he made 
his entrance. He came into the room via 
the parting of the wall behind the desk, 
which we soon realised was a door 
disguised as a panel. | then noticed that 
our entrance way was no longer visible 
apparenthy all doors to this room were 
panels, or vice versa. | fully expected 
that behind every panel in the room 
was a samurai warrior ready to pounce, 
lest | make the smallest mistake in 
etquette!” The intense formality of the 
setting was clearty intended to intimidate 
those who arrived at Nintendo's offices 


This advert was released late in the console's ffe and 
Showes the Super Game Module, which vias never relgased 


THE BEST 
COLECOVISION 
WEBSITES 


mw colecovisionzone.com 


HA superlativo ColecoVision 
reference site with complete 
listings of games, a collection 
of vintage TV commercials, 
original documents, and photos 
of rare prototypes. The textual 
information is ably supported 
by some brillant photographs 
and you can even browse issues 
ofthe short-lived ColecoVision 
Experience magazine 


many colecavision. dk 


8 A Danish fan site that has a 
particular focus on the budding 
ColecoVision homebrew scene. 
As well as plenty of information 
abautthe console, it's alsa the 
home of CollectorVisian, a group 
of coders that is producing 
games for the machine. A legally 
dubious version of Mario Bros is 
the most impressive effort, and 
more titles are promised. 
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The Expansion Module 2 was & 
that came bundied with Turha 
supported by Destructor and Dukes Of Hazzard 


to do business, and the mind-games 
from its president continued as the 
discussions progressed 

“Yamauchi-san seemed not to 
understand a word of English,” explains 
Bromley with a wry smile, “Every 
word we said was translated. A year 
later | found out that he understands 
English extremely well.” Other nefarious 
tactics were employed to ensure that 
the Japanese firm was always in the 
strongest position. “| learned never to 
tell Yamauchi-san the correct day or even 
time of our departure,” says Bromley, 
“because he played an effective 
negotiaing game. He continuousy 
discussed non-essential items and held 
back important responses, then, when 
there was very little time before we had 
to leave to make the train back to Tokyo, 
he began the real negotiations. At this 
point there was a temible pull to give in 


on any remaining points in order to make 
the train. Thus began my first lesson in 
commercial samurai strategy: always lie 
about when you must leave!” 

Bromley returned to Nintendo the 
next day to resume negotiations, and it 
was on this fateful visit that he stumbled 
across the game that would become 
the ColecoVision's secret weapon. “We 
were shown some very unexciting 
videogames, as well as some handhelds 
that were very popular in Japan, but | 
felt these wouldn't work in the US,” 
remembers Bromley. “Aftenwards 
we had an informal late lunch at the 
headquarters. kt was a very simple 
Japanese meal, not meant to impress. | 
enjoyed it thoroughly. After trying lots of 
unknown stuff — | ate these things with 
the conviction that they did not want me 
dead, and besides, they also ate it = | 
accepted many cups of tea, after which | 
asked about using the bathroom.” What 
followed is probably the most famous 
trip to a toilet in videogame history. 

“It turned out that the bathroom was 
on the floor above,” explains Bromley. 

"| decided to find it alone, and when | 
came out | passed an open door that 
displayed a familiar silhouette — the 
standard upright cabinet seen in all 
videogame arcades. | turned on the 
light and there, for the first time, was 
Donkey Kong, complete with a picture 
of a gorila on each side. | fell in love 
right there, no question.” Bromley knew 
this title — which was hitherto unknown 
in the West — could be the game 

to propel his console into the public 
consciousness. He also knew he had 
to act fast. “A meeting was arranged 
for the next day,” he reveals. “| said | 
wanted the rights to Donkey Kong | 
didn't want Atari to find out about this 


game. After a lengthy conversation, 
Makihara-san told me that Yamauchi-san 
wanted a $200,000 advance and a $2 
per unit royalty. It was around 10am 

and Yamauchi-san knew that | needed 
to catch my train, so then he added the 
kicker: the $200,000 must be wired 

to his account by midnight, or it's not 

a deal.” The odds were most certainly 
against Bromley. “The most Coleco had 
ever paid for an advance for any licence 
up to then was $5,000," he says. "Also, 
they never, ever paid more than five per 
cent of their selling price; the worst case 
would be about 90 cents. Now because 
of the need to wire the money before 
12am Tokyo time, | needed to take the 
next available train. | would have to call 
as soon as | got back to my hotel in 
Tokyo, which would be in the afternoon 
and therefore wake up Amold Greenberg 
in the US, the only one who could 
authorise an immediate wire transfer. | 
was to call him at home, wake him up, 
and then ask him to wire $200,000 for 

a game he has never seen or heard of 

If that wasn't bad enough, he then has 
to agree to more than twice the usual 
royalty amount!” 

Bromley stayed firm, spurred on by 
the fact that he knew that Donkey Kong 
would be a smash hit once Western 
gamers laid eyes on it. “Upon my retum 
to Tokyo, | called Arnold Greenberg 
from my room — | was shaking a little,” 
he admits. “It was about four in the 
moming and | got: 'VWhaaaaa? Do you 
know what time it is?! | referred him to 
a conversation we had days before with 
marketing and sales; we all agreed we 
needed a really spectacular game to 
bundie with the ColecoVision console 
to create an impact. | then told him of 
the conditions: $200,000 advance and 
the $2 per unit royalty. | said: '| have 
found that game.” To my surprise, all he 
said was: "Is it really that good?" | told 
him that it was as good as Pac-Man He 
asked what it was called and | uttered 
“Donkey Kong. Silence. For the first time 


Varian 


ColecoVision 


BB The original machine was 
launched in 1982 with Donkey 
Kong. 500,000 units were sold, 
largely on the strength of this 
conversion. The all-important 
expansion slot offered the ability 
to upgrade, but sadly the console 
was discontinued in 1985. 


ColecoVision Adam 


18 The Adam came as an 
expansion for the core console 
or a standalone computer, 
capable of playing ColecoVision 
cartridges and more. Defects 
plagued the machine and itwas 
discontinued in 1984; Coleco lost 
a reported $80 million on it. 


Super Game Module 


MB The final expansion module 
was effactively an upgrade 

to boost its power. Similar 

to Nintendo's Famicom Disk 
System, games came on high- 
capacity 'wafers', with mare 
memory for bigger games. Super 
Donkey Kong was planned, but 
the module never made it out. 


BB A clone ofthe ColecoVision 
and Sega S6-1000 produced by 
Taiwan-based Bit Corporation, 
this machine had a cartridge 
slot for each format. The pads 
were more traditional, and the 
ColecoVision's numerical keypad 
was moved to the main body, 





| realised how silly the name sounded 
What seemed like an hour later he said, 
'Okay. Let's do it, and said he would 
wire over the money as soon as the 
banks opened that day.” Bromley had 
just secured the home console rights to 
one of the hottest games of the Eightes 
- orat least, he thought he had, 
until the saga took an 
unwelcome twist thanks 
largely to the Japanese 
way of doing business. 

“Legal contracts were 
not something that was 
part of Japanese culture 
at that time,” he explains 
“We were going to create 
the agreement over 
dinner. Makihara-san, who 
at this point was accepted ; é 
as official translator for e. 
both sides, started the 
negotiations and wrote 
down six or seven points on a cloth 
napkin. | forget how many points we 
ended up with, but when translated into 
English on still another napkin, | could 
read them all without unfolding it. We 
had a deal, | took my $200,000 napkin 
and went home.” Upon retuming to 
the US, Bromley began to have doubts 
about the strength of the deal he had 
just secured. "In the electric buzz of 
Tokyo, my linen napkin = now valued in 
the millions based on sales projections — 


GG Yamauchi wanted 
ever paid for an advance for 
licence up to then was 


= Coleco's TV adverts went to great lengths to pont aut 


the cansale's superiorty over the ageing 4 


AE: 


seemed acdequate 
| can't remember 
the look on 
Coleco's in-house 
attomey's face when | pulled out the 
napkin, because | didn't want to see 

it. | tned to explain that this is how the 
Japanese do business: you all get high 
on sake, write down the points that 
matter, and try to get up in the moming 
without a hangover.” 

Bromley's sudden apprehensiveness 
was well founded; at the next Consumer 
Electronics Show, the house of cards 
very nearty collapsed completely. After 
months of trying to get Nintendo to 


sign a contact that was legally binding 

in the eyes of US law, Coleco finally 

got Yamauchi to agree to hand over the 
vital document at the company's CES 
booth. Neediess to say, ft didn't exactly 
go according to plan. “His daughter Yoko 
spoke to me and said that Yamauchi-san 
had given Donkey Kong to Atari,” says 
Bromley with a face that still displays the 
pain of the moment. “l froze. Donkey 
Kong was going to be the ColecoVision 
anchor. All our marketing plans were 
placed around that game. | was in a 

cold sweat. | sat down in my room and 
was thoroughly depressed for about 
two hours. | think it was 10 or 1ipm 


Olds MSIN 


Vision 


Because the ColecoVision made 
such an impact atthe time w 
its arcade-quality visuals, it 
perhaps not surprising to learn 
that a sizable collector's market 
has grown up around ittoday. 
ColecoVision fanatic O ielsen 
— the man behind ColecoVision.dk 
the day his 


ys. “For me, 
itwas primarily the graphics 
tunes, and realistic game sounds 
the machine could deliver.” The 
inherent appeal of the machine 
is amplified by the factthat it's 
ideal for people looking to build a 
complete anthology of titles in a 
short space oftime. 

“The Colecovision is perfect 
for collectors,” states Junior 
Tetreault, founder of ColecoVision 
Zone. “The game's library is not 
too big — around 125 titles — and 
most of the games are fun.” That 

, there are a handful of super- 
rare carts that c 
devoted Cole S 
“Xonox game ard to find,” 
reveals Tétreault. “The company 
released 12 games and most of 
them are very bad and didn' 
v Two of the double-heade 
Tomarc The Barbarian) Motocross 
Racer and Sir Lancelot! Robin 
Hooda, are the rarest. The late 
release of Tournament Tennis by 
Imagic, when the console was 
almost discontinued, makes this 
game a sought-after title. The 
four educational games made 
by Fisher-Price — Dance Fantasy, 
g Logic, Logic Levels and 
re almost 


cartridge, Donkey Kong, is 

also the rarest boxed game in 
North America. The cart came 
with the console without a box 
but the game was also sold as a 
standard retail release.” 
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Director of video graphics, Coleco 


E Hows did you become involved? 

Iwas working in New York as a graphic 
designer but, having studied computer 
graphics, | ng for an opportunity to 
work in my field. | answered an ad and met 
with a headhunter who set up an interview 
with Eric Bromley, the head of electron 
games at Coleco, He was in town for Toy 
Fair, an annual industry event 


EE What did you think of the Cole 
when you first saw it? 

My firstexposure was at the aforementioned Toy Fair during my 
job interview. There was a video wall showing mock-ups of animated 
cardboard cutouts. | knew enough about video, animation and computer 
graphics to realise that the mock-ups were fake and | pointed this out 
to Mr Bromley. He then pointed to one vide a Smurf running across 
a side-scrolling background. Itwas clear that this was real and was 
several notches above the existing home game systems 


E What did your role involve specifically? 

Iran a department of artists who were responsible for 

of graphics for all of the games. Day-to-day involved 

and offering estions, technical help, art direction, options and so on 
Iworked, hands-on, on several games when there was time 


E What was it like working at Coleco at this time? 
group of very talented, super-smart, very motivated people. At 
q, we didn't know if the product would be a s tidos 
great fun in any case. Às the product took off, it was very rewarding 
But, by the end, we were all a little tired of the place 


E How did you go about converting arcade hits to the machine a 

what kind of support did you get from the original developer? 

The deals with the coin-op manufacturers were usually a mystery to the 
design group, especially in the beginning. À new machine would appear 
from Japan and we wou tto work studyin We had no support 
from the manufactu e, code was not at all portable 
We would find ne who had a knack for the game and spend hours 
videotaping every level. Game designers would then sit, aw the 

and document gameplay. The artists would reproduce the graphi 


E You also created original titles for the console. How did the 
process differ from the coin-op ports? 

ar production process as in the ports in some 

t, a set of graphics. The creative proc 

w ower and more involving. Smurfwas the first. Eric Bromley was 
the lead on the project. | have to give him credit with inventing the side- 
serolling concept. Fl take « for the idea of point you pass certain 
hurdies. Seeminaly simple concepts but they were new at the time 


E isittrue you personally asked for Coleco to secure the ri 

convert Spy Hunter because you were such a fan of the coin-o] 

There was an annual trade show whe in-op manufacturers 

showed off their wares. | went with George Kiss, the head of software 
development and also my boss. | remember begging him on the plane 
home to buy the rights. Iwas like a ng for a Christmas 

really thought the music was hot; the elf was not that interesting 
We did get the rights but who knows if my request had any effect. 


E Why was there such a long pause before each ColecoVisio 

Was this a technical thing? 

No, no, no! Please put that rumour to rest! One day, Eric Bromiey stood 
at my desk with a bunch of marketing execs and watched a simulator 
ofthe console. They had their watches out and counted down, deciding 
how long the opening screen should last. ltwas all about branding. The 
later versions of the operating system fixed that, butit was too late 


when the depression tumed to anger. | 
called Yamauchi-san's room and asked 
to talk with him. His daughter answered 
and said that he had gone to sleep and 
was not to be disturbed; she said it 
very polítely and | hung up. But | got still 
angrier at having my dream disintegrated 
by Atari's money, so | called again. She 
answered and | poured my heart out; 
IL told her how the ColecoVision was 
my dream, how | put together a great 
team to build the best home videogame 
console ever and that Donkey Kong 
would look like crap on the Atari VCS 
| guess she liked me because she 
asked if | could be there in 15 minutes 
It was apparent that she was my alhy 
she believed me that this was not 
just a product, but also my dream. | 
had someone who believed what | said 
about the virtues of the ColecoVision 
and could relate them to Yamauchi-san 
as no one else could.” With Yoko 
Yamauchi's assistance, Bromley's 
passion clearly shone through, because 
he was again granted the domestic 
rights to the game — this time in a legally 
binding sense 
With the Donkey Kong saga at an 
end, the ColecoVision had a game 
that proved just how powerful the 
machine was. By this point Nintendo's 
title had become a worldwide smash 
Released in August 1982 and bundied 
with Donkey Kong, the machine would 
find its way into half a million American 
homes by Christmas of that year 
Expandability was the key reason 
for the ColecoVision's admirable 
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performance at retail. “There were two 
reasons why the ColecoVision expansion 
stot was carefully placed in the front,” 
explains Bromley. “It was the key to our 
differentiation from other manufacturer's 
products. When we showed the beauty 
shot” in our ads we did not need a 
second picture to show ft. kt was always 
there; it promised to take you to excrting, 
unknown realms. That alone sold a lot 
of ColecoVision consoles. Secondly, it 
was a promise that everyone could soon 
have a real computer just by adding a 
module to the videogame console.” 

The ColecoVision Adam was 
supposed to be this home computer 
module, but ft morphed into a fully 
fledged machine in its own right. “We 
created ColecoVision's operating system 
and the expansion slot connector 
for, among other things, the Adam 
computer. It was part of our plans from 
day one. The Adam was onginally a 
keyboard with a deck that extended 
about two inches beyond the function 
keys containing the other computer 
circuíts. kt fit snugly against the console 
at the same height.” The Adam's story 
is too lengthy and remarkable to cover 
in depth here, but suffice to say that 
it wasn't the success that Coleco had 
envisaged. However, the expansion slot 
was invaluable for other uses 

“We were the first to make home 
videogames to closely resemble current 
arcade games,” states Bromley. “But 
if we were to really push that claim, 
we needed to have a steering whee 
controller - complete with gear shift 
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The ColecoVision may be nearly 
30 years old, butthat doesn't 
mean that games aren t still 
being cooked up. Thanks to the 
internet, a solid development 
community has sprung up and 
released several notable titles on 
the console 

“In 2009, Mario Bros, Pac-Man 
Collection, Ghost 'N' Zombie, 
and Ghosthlaster were released 
by homebrew programmers,” 
says ColecoVision Zone's Junior 
Tétreault, “A new expansion 
module is planned for some time 
this year, which will allow more 
sophisticated games. This will 
help the ColecoVision community 
to grow and will encourage 
people to rediscover the console 
they played 25 years ago.” 

Fellow ColecoVision 
enthusiast Ole Nielsen is an 
active part of this revival; he's 
involved in CollectorVision, 
which is the group responsible 
for many of the aforementioned 
new releases. “What appeals 
to me today is the homebrew 
games that many talented people 
have chosen to create,” he says. 
“When the game is finished, they 
sell them complete with box, 
label and manual — just like an 
authentic ColecoVision release.” 
Às a gamer who has experienced 
the machine both in its prime 
and more recenthy thanks to its 
revival, Nielsen admits that it's 
the console's intrinsic appeal 
that keeps him coming back for 
more, “For me, it's stillengaging 
regardless of whether the game 
is from the early Eighties or is a 
newer title, which attempts to 
replicate the experience.” 


AUSTRALIA 


and an accelerator — the ability to attach 
realistic weapons and the flexibility to 
match future arcade game controls. The 
expansion slot was a way to get beyond 
the “joystick and button' control system 
We also marketed a track ball controller 
and a “Super Controller for boxing and 
baseball games, which could control 
four or more objects at once. This was 
originally designed with 'tactile feedback" 

a feature that could not be engineered 
at the time,” 

Arguably the most intriguing 
hardware add-on was a module that 
allowed ColecoVision owners to 
effortlessly increase their software 
library — providing they had owned an 
Atari VCS previously. “Ve had one of 
our better engineers work secretly on a 
circuit that would render Atari cartridges 


on the ColecoVision,” Bromley recalls. 


“The idea was if a kid already had those 
Atari games they could use them on the 
ColecoVision. This would counteract the 
parent's mantra: 'But you already have a 
videogame console” The kid could say 
'But | can still use my old cartridges.' 
After several months of development, 
we finally saw the finished VCS player 
circuit and it worked perfectiy. However, 
the module was more expensive to 
build than the actual Atan VCS was to 
buy. We toyed with the idea of buying 
Atari chips from one cf their secondary 
suppliers, but that idea was dropped 
very quickly.” 


Tha above promoatonal flyer detads the stesring 
wheel — better known as Expansan Module 2 — and 
brief description of what would evantualy 
the Coleco Adam personal com 
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Atari took legal action when the 
module hit the market, but because 
it was possible to assemble a VCS- 
compatible device using standard parts, 
it was ultimately unsuccessful — although 
a royalty agreement was eventually put 
in place between the two firms 
Earty in 1983, the ColecoVision 
passed the 1 million sales marker, and 
had the industry stayed buoyant, Coleco 
would have almost certainhy been in with 
a chance of becoming the number one 
hardware manufacturer in the States 
Sadly things didn't stay the same; the 
infamous crash of 1983 put the industry 
into a nosedive and all of Coleco and 
Bromley's hard work was ruined 
The company staged a retreat 
from the videogame arena, moving 
back into children's toys — the most 
notable range being Cabbage Patch 
Kids. “They bet on plush, Nintendo 
bet on electronics and video,” 
says Bromley with a shrug of the 
shoulders. “Nintendo hung in unt 
videogames took off again, while 
the Greenbergs instead blamed 
myself and the other ColecoVision 
guys for the failure; all the guys who 
took them in 1976 from bankruptcy to 
a million-dollar company and in the next 
eight years to almost a bilion.” However, 
even cute fabric babies couldn't save 
the firm's bacon. “K onhy took a couple 
of years after we left to get back to 
bankruptcy,” Bromley comments. “If 
Coleco hadn't given up on videogarr 
vor not — it would have been here 
today instead of Nintendo.” 
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BURGER TIME FORTUNE BUILDER 


» RELEASE: 1984 » RELEASE: 1984 

» PUBLISHER: DIGIMAX » PUBLISHER: COLECO 

» PRICE; £10+ » PRICE: E40+ 

» BY THE SAME PUBLISHER: DEFENDER » BYTHESAME PUBLISHER: MOUSE TRAP 
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RELEASE: 1983 » RELEASE: 1982 » RELEASE: 1984 

PUBLISHER: COLECO » PUBLISHER: COLECO » PUBLISHER: ACTIVISION 

PRICE: E » PRICE: £20+ » PRICE: £13+ 

BY THE SAME PUBLISHER: ILLUSIONS » BY THE SAME PUBLISHER: MR DO! » BY THE SAME PUBLISHER: PITFALL! 
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If you want excellent arcade ports and original 
content, this really is a console you should own 
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FRENZY WARGAMES JUMPMAN JR 


» RELEASE: 1984 » RELEASE: 1984 » RELEASE: 1984 

» PUBLISHER: COLECO » PUBLISHER: COLECO PUBLISHER: EPYX 

» PRICE: £13+ » PRICE: £20+ PRICE: £15+ 

» BY THE SAME PUBLISHER: LOOPING » BY THE SAME PUBLISHER: BY THE SAME PUBLISHER: 
Frenzy wasn't ported to SUPER ACTION FOOTBALL GATEWAY TO APSHAI 
many home systems, but as 07 With so many great arcace Yes, the conversion of 
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PEPPER Il DONKEY KONG JR 


» RELEASE: 1983 » RELEASE: 1983 
» PUBLISHER: COLECO » PUBLISHER: COLECO 
» PRICE: FIO » PRICE: £IO 
» BY THE SAME PUBLISHER: Q'BERT » BY THESAME PUBLISHER: DONKEY KONG 
Think of a cross sn 1, Oix and Amidar 1 O Donkey Kong may nave been a pack-n ar 
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ara Croft is the most famous female 

videogame protagonist in the world. 

She certainly wasn't the first, and she 

went through several changes, but she 
has touched both the gaming industry and the 
real world, an achievement that very few other 
videogame characters, with the exception of 
Mario, Sonic and Pac-Man, have managed. 

Thanks to canny promotion on the part of Eidos 
- something creator Toby Gard wasn't happy 
about - the rising wave of 'Girl Power”, and simply 
being in the right place at the right time, Lara Croft 
transcended typical videogame boundaries and 
in some ways has become even more relevant 
to the general public than Mario. After all, can 
you imagine the Italian plumber being used 
to sell credit cards, Seat or Lucozade on TV, 
promoting skin cancer awareness or having 

his own magazine photoshoot? Also can 

you even imagine a new Super Mario film 

after the atrocity that was Super Mario Bros 
in 1993? Lara has already had two successful 
films under her belt with a combined global profit 
of $196 million, with a third on the way, although 
it's looking unlikely that Angelina Jolie will be 
reprising the role. 

From non-videogame magazine covers to 
promoting TV channels, and having both a blue 
plaque and a ring road in Derby named after her 
- she had 89 per cent of the vote for that honour, if 
you're interested - she's certainly come a long way 
since her conception in 1996, and even her creator 
never anticipated her success. 

“It was all a big surprise for everyone,” 
commented Toby Gard when we first had the 
opportunity to speak to him via a transatlantic call 
for the launch of Tomb Raider: Legend. “| knew 
[Tomb Raider] was good, | knew that what we were 
making was dynamite, but | didn't expect it to go to 
number one and stay there for months.” 

And yet when Tomb Raider was created, Lara 





24 


RETRO GAMER couLecnon LOLS 3 ) 


A 


When Core created Tomb Raider in 1996 it not only 
unleashed a 3D phenomenon, but also gave the world 
one of gaming's most iconic characters. Darran Jones 

charts the cultural rise of the original silicon chick 


Croft wasn't even the main protagonist. 
Having heard about this for many years, 
we were keen to find out if this was 
anything to do with the rumour that 
Tomb Raider started off as Rick Dangerous 
3. Gard simply gave us an emphatic “No” 
when we caught up with him again recently, and 
we also put the question to Jeremy Heath-Smith, 
one of Core's original co-founders. His reaction 
was completely different, as he just couldn't stop 
laughing. “Oh no,” he was able to tell us after 
wiping away tears of mirth. “That never actually 
happened and I've not heard that before, although 
it's certainly a nice thought.” 

So how did Lara come about, then? Realising 
that 3D was the future and wanting to create a 
game that was epic in scope and captured the spirit 
of the best action movies, Gard created a stubbled 
hero who had more than a hint of the look of a 
famous archaeologist about him. After presenting 
his idea, Gard was asked to reconsider his first 
choice: “| was told | should consider including three 
other character choices. From there | designed the 
girl character and | simply couldn't go back.” 

We asked Heath-Smith why he wasn't keen on 
using Gard's original creation. “Because it was 
Indiana Jones,” came his reply. “I just looked at 
him on the screen and | said to Toby: “It's a great 
character, but it's Indiana Jones and | have a 
sneaky suspicion that Spielberg wouldn't be very 
happy and that he'd sue us. [laughs] The original 
idea was just too close to an Indy character. So we 
tried other ones.” 

Even after Gard's protagonist was created, Lara 
still went through several changes before he finally 
settled on a character that everyone at Core was 
happy with. “Il remember taking inspiration from 
various places and characters at the time like Tank 
Girl and Neneh Cherry. | looked around at cool 
characters but not in any one particular place,” 
he recalls. After trying out various ideas, Gard 
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so fun to watch. Battling bad guys, facing off against 
nature itself and plunging into deep, murky pools was 
all in a day's work for Lara, and while the digital controls 
that Core had given her let her down somewhat, she 
was still absolutely fascinating to watch whenever she 
was in action. 

And action was one thing that was high on Lara 
Croft's agenda. Running around with her dual-wielding 
pistols, she epitomised the very body of the “Girl 
Power" that the Spice Girls had so successfully 
engineered two years earlier. Once you'd got bored 
of constanthy manipulating Lara so that the camera 
would zoom in and focus on her amply pointed chest 
- we all did this, right? - you could simply focus on 
the gameplay, rolling around like a lunatic, gunning 
down wolves like an extra from a John Woo film and 
running like hell when you encountered that terrifying 
T-rex. With its atmospheric music, strong characters 
and impressive cut-scenes, it should come as no 
surpnse to leam that Gard's influences had come from 
the film world, with the works of John Woo being 
particularly inspinng 

“I'd just seen Hard Boiled and | wanted to get that 
in because | was so excited about the film,” continues 
Gard on that oniginal transatlantic call we had with him 
“| wanted to have that kind of dual-pistol insanity going 
on, with leaping and shooting and stuff. Obviously it 
was quite a long way off from that in the end, but that 
was what was pushing the action forward.” 

The onginal Tomb Raider became an absolutely 
huge success for Core Design and an impressive 
achievement, especially considering the team's 
inexperience in making 3D games. Shifting huge 
numbers on all formats — particularly Sony's PlayStation, 
where it fit perfecthy with the mature image cultivated 
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“We wanted to sell 35,000 copies to make 
money. The first order was for 300,000” 


by Sony — it wasn't long before a sequel was 
announced, and unfortunately for Sega, the poor old 
Satum didn't even get a look in 
“There was no question,” begins Heath-Smith when 
we asked him if Sony chased the Tomb Raider sequels 
because it was such a perfect fit for the PlayStation 
brand. “Sony has gone on record to say that Tomb 
Raider was a comerstone product to show off what the 
PlayStation could do, kt came about from the success 
of the first game, the fact that we'd put it out first 
on the Sega Saturn and Sony were really keen. They 
approached us and asked if we would be interested [in 
single-format exclusivity] and we said okay and ended 
up making a deal that made a lot of sense for all of us 
It was phenomenal because it not onhy sold hardware 
for them but also sold software for us.” 
While Core Design buckled down and started 

planning out Lara's next game, the rest of the 

vorid was going absolutely mad for the pony-tailed 
adventurer. By the time Tomb Raider Il was released, 
Lara mania was in full swing. She was appearing on 
the cover of non-gaming magazines — The Face was a 
particularhy memorable example - made headlines on 
the front cover of The Times and, amazingly, she even 
found time to start a thankfully short-lived pop career. 
Irish rock superstars U2 contacted Eidos in early 1997, 
stating that they were keen for Lara to feature in the 
upcoming PopMart Tour. She made a guest appearance 
during the tour, with Core creating specific footage to 


“W The Croft Phenomenon 


Given how popular the games and 
Larabecame in a relatively short 
Space af time, and because lhe 
media took Ms Croft to be the ideal 
ambassador for the edgy new 
image that gaming was getting 
thanks to Sony andits PlayStation, 
the marketing men were quick 
tocapitalise on the popularity 

of Tomb Raider. Since leaping 
onto our screens back in 1995, 
ontap cf the requisite T-shirts, 


Pt Po. 
> £> 


by Ballantne Books. She was 
also immortalised on the cover 
of the culture, music and fashion 
mag The Face, helping cement 
her status as atruemedia icon, 
became the face of Lucozade, 
appeared in an animated series 
appeanng on the subscription- 
based gaming portalGameTap, 
andlent her face to fourwhite- 
knuckie theme park rides — 
three of which, though, no longer 


socks and action figures, Lara 
has appearedin two big-budget 
movies, a 50-part comic book 


series by Top Cow Productions, 


anything like that level of success 


be shown on the 7,000-square-foot video screen 

Perhaps the most fascinating thing about the rise of 
Lara, particulary when you look at how carefully she's 
marketed as a brand today, is that her cyber celebrity 
status wasn't deliberately orchestrated by Eidos or 
Core Design at all, effectively snow-balling into a global 
behemoth all by itself 

“If I'm totally honest, that was kind of self- 
perpetuating,” reveals Heath-Smith about Lara's 
increasing worldwide appeal. “You've got to remember 
that this was the first major female character in a 
videogame, so we kind of kept it all under wraps for 
quite a while because we were just so nervous about 
the response we were going to get. | remember some 
press coming to see us and they were looking at some 
of the other projects we had in the company at the 
time and we said to them: “Come and have a quick 
look at this and see what you think. They were all like 
Wow, that's awesome. We need to write about it, to 
which we simply said: “No, you can't” [laughs] | think 
what happened was that once this news broke that 
there was this female character there was this ground 
swell from all media, and it wasn't just the videogames 
press. We got blamed for David James losing goals at 
the England game because he was up all night playing 
Tomb Raider, she was on the front page of The Face 
magazine — she just kind of self-perpetuated. I'd love to 
say that it was a really dynamic PR machine that kicked 
into gear, but it really wasn't like that at all.” 

“To be honest it was all just lucky timing,” reaffirms 
Gard when we recently quizzed him about her meteoric 
rise to cyber-stardom. “Lara was an unusually strong 
heroine in one of the first ever third-person games. 
Because that space was pretty much untrodden by 
anyone we had the opportunity to do a lot of “firsts" and 
that made [Tomb Raider] very memorable.” 

Regardiess of how Lara rose to celebrity status, she 
was now big news. So big, in fact, that she even had a 
live counterpart to represent her at various shows and 
press events. While Core Design and Eidos hadn't been 
behind Lara's meteoric rise, they had come up with the 
idea to create a real-life Lara — something that still exists 
today — to act as a spokeswoman for all new games. 

“That all came about from going to the big CES 
show in America,” recalls Heath-Smith. “We did a 
couple of things there, including a digital animation 
of Lara, where we devised this really clever motion 
capture stuff. She was on a screen and we were using 
à camera so that if you walked past she would actually 





A far more 
accomplished 
Game Boy 
y follow-up 
that features 
excellent 
visuals, a nice 
blend of exploration and action and some 
intriguing puzzles. It's still simple stuf, 
but nevertheless works a treat. 


» Vanessa Demouy 1997 
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Although 
it features 
excellent 
visuals and 
plenty of 
variety, Lara's 
first GBA 
outing isn't really that memorabie, Little 
wonder, then, that no other adventures 
appeared on the platform 


» Lara Weller 1999 


The follove 
up to Eye Of 
Osinis is more 
of the same, 
but now has 

mt Lara battling 
.- her way 
through a huge warehouse, Impossible 
Mission-style, Again, controlling it with a 
TV remote lets it down 


» Karima Adebibe 2006 


THE GIRLS BEHIND LARA 


» Alison Carroll 2008 
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Armageddon 
changes the 
» concept of 
the original 
two games 
by having you 
finish the final 
stage in a tight time limit. It's an otherwise 
perfect tame-waster that suffers like the 
other games 
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talk to you. It was quite cool at the time but we felt 
that you needed something more. At the same time 
Eidos was promoting other games and it just made 
sense that we had a Lara lookalike who could come 
out on stage and do photos.” 

kt was now approaching the end of 1998, and Tomb 
Raider Il was gearing up for release. VVhile sticking to 
the proven template of the onginal game, Core Design 
nevertheless brought plenty of new additions to the 
core gameplay, some of which split the original game's 
fan base. The globe-trotting aspects of the onginal 
game remained, but Lara was now able to use vehicles 
- something that has continued with various degrees 
Of success — on certain levels, and there were far more 
human opponents to defeat. Where Tomb Raider 
instantly recaptured the spirit of the Indiana Jones 
films, its sequel was a more modern affair, taking 
place on the waterways of Venice and even an oil rig 
in the middle of the Atlantic. Some fans voiced their 


“Fans began to 
question whether a 
year was enough to 
make a new game” 


concerns about the new modern direction that Lara 
and the franchise was heading in, but the sequel was 
still a huge success for both Core and Sony, greatly 
outselling the original and ensuring that Core Design 
would be in charge of getting another game out in time 
for the lucrative Christmas season again. 

Lara was still enjoying huge success as Core began 
working on part three, but the cracks of working to 
such a strict schedule were beginning to show. Early 
previews of Tomb Raider Ill, while generally positive, 
were beginning to question whether a year was 

enough time to work on a completely new game 
Granted, Lara herself would get many new 
abilíties — monkey swinging being by far the most 
useful — but, for mary, it didn't seem enough. 
Hot off her stage appearance with U2 on their 
PopMart Tour, Lara launched a singing career; or rather, 
Rhona Mitra launched a singing career using 
the Lara Croft name. Produced by the Eurythmics' 
Dave Stewart, the album Come Alive was an 
unbelievably cheesy affair consisting of amazingly 
poor Europop tunes that did little to enhance Lara's 
image as a globe-trotting adventurer. Unfortunately for 
Rhona, debut single Getting Naked was a less than 
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stellar release, causing the one-time model to give 
up her career and head to Hollywood, where she has 
since carved a decent career 

lt was during the release of the third Tomb Raider 
game that rumblings first began about a Lara Croft 
movie, although 1t would be several years later that 
the eventual film would come along. kt was all a blur 
for Lara, however, and it was becoming increasingly 
obvious that Core, too, was beginning to run out of 
creative ideas for the franchise. Lara had always been 
depicted as a sexy heroine - much to Gard's chagrin, 
who left after being unhappy with the promotional 
direction that his creation was heading in — but by the 
arrival of The Last Revelation the focus was starting 
to be more on Lara than it was her actual adventures 
One famous advert featured a girl wearing Lara's 
familiar crop top and shorts as her boyfriend smugly 
lay in bed behind her, while the videogames press was 
spending just as much time talking about her latest 
outfits as it did about actual gameplay. It looked like the 
feisty adventurer was getting out of control, and she 
was becoming in danger of sinking what had started 
off as a thoroughly enjovable franchise, 

"AI franchises tend to go through ups and downs as 
they try to reinvent themselves and as different people 
take charge of it,” admits Gard when we asked him if 
he felt like some of Core's later Tomb Raider games 
began to lose their way. “| remember consistently 
getting into a lot of trouble and fighting over the 
marketing campaigns for the original Tomb Raider, 
but at the end of the day everyone has a different 
interpretation of the character, so things are inevitably 
going to get patchy as things progress.” 

“That's certainly something of a dilemma,” admits 
Heath-Smith when we put the same question to him 
“Is Lara bigger than the actual games or is the game 
bigger than Lara? If Lara is in a bad game does that 
end up damaging Lara as a character? My own view 
now is that she's probably far bigger than the actual 
games. Although | do think that if it's a bad game it 
doesn't really matter what character you have in it. 
IHhink the movie obviously had a big impact on that 
because we personalhy didn't do a game of the movie 
in case the movie ended up being bad.” 

The late Nineties passed quickly for both Lara and 
Core, and while she remained in the public eye — her 
Larazade adverts were everywhere at one point 

the franchise was tuming into the very definition 
of diminishing returns. The games were still proving 
popular, but gamers were becoming increasinghy 
disillusioned with Lara's adventures, especially when 
títles like The Last Revelation and Chronicles still saw 
her being controlled with all the ugly finesse of a Tesco 
trolley with a broken wheel. Core certainly tried to 
shake things up — The Last Revelation was the first 
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stakes that were around then v nere so huge that w released in 2007 and proved a fitting tribute to Lara's 
didn't ha lot of choi original adventure. It felt instantly familiar to anyone 
Angel! Of Darkness's performance at retail saw the who had played the onginal classic, but also contair 
shock announcement by Eidos that the next game ir enough new elements to stop boredom 
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WHO SAID BEER WUNT MARE 'YOU SMARTER? IT MADE 
BUD UISERI RUBBISH JOHES ARSIDE, RIM VILO PROPS UP 
A BAR OR TUJO AS SCOTT MORRISON AND STEVE MEYER 
REVEAL HOU THEY CREATED A PUB CLASSIC THAT 
TRANSFORMED THE ARCADE'S FORTUNES 


apperis one of those unique 
concepts that remains as 
addictive today as it was 
back in the Eighties when it was 
released in a market fuelled with 
alcohol. Starring you in the role of a 
bartender, it's your job to serve beers to 
the customers. Speed and accuracy are 
the rules of the land; miss a returned 
glass and it perilously drops to the floor, 
causing it to smash and lose you a life. 
Take too much time, and the punters 
will grab you and slide you across the 
bar. It's a tough job being barkeep, yet 
in Tapper, it couldn't be 
any more compelling. 
The game is the 
brainchild of Scott 
Morrison and Steve 
Meyer whose paths 
originated at Marvin 
Glass and Associates. 


“My father worked at Marvin Glass, a 
toy invention think tank. Around 1981 
they decided to try their hand at video 
game concepts, originally to create 
working mock-ups that they could 
pitch to various manufacturers. It 
became apparent pretty quickly that 
the specialized nature of these projects 
required a dedicated staff. | was a year 
out of college and working in St. Louis 
when my dad called to see if | was 
interested in this new position. Since 
|was a big fan of video games and 

a cartoonist at heart, | jumped at the 
opportunity to interview,” remembers 
Scott Morrison. Soon after joining 

the videogame sector, Scott met up 
with Steve Meyer and the pair had an 
instant connection. “Steve is one of 
the nicest guys on the planet, and we 
became close friends very quickly. That 
unspoken bond and our passionate work 


yr a 


ethic made for a great creative team.” 
kt's a sentiment that Steve Meyer shares 
avidly. “We fed off each other and knew 
each other so well that we could say, 
“This isn't working; try this, and were 
able to push it through art, then go 
through with the programming. It's very 
unlike today, with 50-plus teams where 
vou don't have the chemistry.” 

As part of their new job creating 
games for the arcade division, both 
men sat down and threw around a few 
ideas before coming up with the idea 
of having a bar where beer could be 
served. “We kicked around all sorts of 
concepts, including being the catcher 
rather than the thrower, but eventually 
we decided that being the man in 
charge of the beer was the way to go. 
Ithen went ahead and created some 
rough storyboards to depict basic 
game objectives and flow, which were 
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used to present 
to the Bally brass. 
Tom Neiman was 
their licensing guru, 
and he approached 
Budweiser to license 
their brand for a 
videogame designed to work in bars,” 
says Scott Morrison. “To begin with we 
started with one bar,” elaborates Steve 
Meyer. “I would program something, 
Scott would play a bit, find it was not quite 
there, and then discuss how to make it 
better. Then | said to Scott 'Can you draw 
abartender in a bar with a mug?' So he did 
some artwork... | still wasn't sure about it. 
So | programmed sliding a beer down 
the bar and that looked more 
interesting. Now we added some 
customers and it was fun to see 
them catch the beer. | played 
around with the game mechanics 
until they had two bars, where 
you could hop between the two 
with the barkeep.” 


Fa res 













With Midway's interest piqued, it was 
time to flesh out the concept. Each bar 
had a distinct style and theme, the art 
design of which was envisaged by Scott 
Morrison. “The western theme was where 
we started, since that era connotes sliding 
mugs down a bar the most. That's what 
we pitched to secure the project, and the 
bartender's outfit was made to fit that 
setting. The sports bar was next, since that 
was our target location. | went with a more 
outdoorsy, tailgating look, mainly to make 
it really look different than the western 
bar. It allowed me to use some different 
colors than wood tones, and | was able 
to get a Budweiser blimp in there too. 

Next was the punk bar, which was pretty 
trendy at the time. All the clubs were 
switching from Disco to New 

Wave at the time, and | was a 

big fan of the new culture. 

Lalso thought that wacky 

punk caricatures would 
be more visually interesting 
than disco dudes or generic 
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He MAHING OF: TAPPER 


HEEP ON 
TAPPING 


lftha barkeep seems familiar to 


you then it might de because he 

appeared in arcade title Domino 

Man." He vvas onhy one 32x32 

sprite big, so detail was difficult. 

When it came time to create Tapper, 

I decided to bring Domino Man aver to si: 

the new game,” says Scott Morrison. 

“ltwas fun for me because he vas a + 
lot bigger m Tapper, vinich allowed me to 

give him a wider range ofemotionsand me 
reactions. Domino Man also madean Sms" 
appearance as a lumberjack in Tumba, | 

and as a pimped-outwrestling manager 

m Battle Royaletor the TurboGrafx 16 

home console” Steve Meyer says the mam 

character was “modelled after the toy designer 

Mike Ferris, so itwas easy to imagine ham m the 

game, He was very happy to be featured in Tapper: 


Unfortunately, Mike Ferris passed away a few years 
ago,” recalls Steve Meyer with sadness. 





As well as being tha star of an arcade classic, Mika 
Ferris was a talented artist and designer who taught 
Scott Momson howto use the arttools, His presence 
m Tappermeans that, atleastin some form, Mike Ferris 
wailllive on forever. 
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Once the popularity of Tapper 

was assurad among beer-guzzling 
adults, ítvsas onhy a matter of time 
before an alcohol-free version 
emerged. “At firstitwas a street 
plece but then Miduvay veanted 

to putitin the arcades so asked 

us to do a root beer version, We 
changed the cabinat decoration and 
Scott did new graphics,” 
says Steve Meyer. Scott 
Mornson explains a frttle 
further; “| reworked the 
backgrounds with all nevy 
colours and logos, and 

gave Domino Man a new 
soda-jerk-themed outfit, 
complete with a líttle 

white hat | remember the 
red-andwhite-stmnped shet 
gave me a lot of trouble 
ven animating, since the 
stripes had to move without 
looking choppy.” Butvvas the 
game difficulty altered for the 
younger market? “Nah,” 
laughs Steve Meyer. “The 
ads were better at itthan 
everyone else.” 
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» [Arcade] "Ns a great sobriety tastto 
folic the right can,” says Scott Morrison, 


dancers. Once we went 
punk it was pretty easy 
to make the bar itself 
look disheveled and half- 
destroyed. The space 
bar was meant to be a 
cool surprise to players 
who were good enough 
to reach that advanced level. We hoped 
that players would spread the word and 
entice others to get good enough to 
reach it. The aliens were fun to do. | think 
| made each one with an exaggerated 
facial feature - huge eyes, all mouth 
- and there was a little tiny one who 
walked on the bar. That one gave Steve 
a challenge because his sprites had to 
have different coordinate offsets than 
the rest of the patrons, 
but that was the great 
thing about working 
with Steve. Those little 
touches helped make the 
game memorable.” 
In order to create such 

distinctive artwork and 


o: 





» The aarly concept artwork usad to pitch the concant of 
Tepperto Midway. 


sprites, Scott Morrison would use 
customized art-tool software with a 
rather impressive controller that had 
been created by Rick Hicaro. It was built 
from a Gorfhandle with four phone 
buttons and a trigger, with an Atari 
joystick assembled on the top. “The 
tool sets were programmed by Elaine 
Hodgson (who is now my current boss 
and the CEO at Incredible Technologies), 
and it worked on Midway's MCR Il 
three-board system. The sprite tool 
gave me on-screen menus of the color 
palettes | could select from (16 sets of 
16 colors), and the ability to flip, flop 
and rotate the 32x32 'hi-res' image. | 
could also sequence and assemble a 
few sprites to see how they looked when 
animating. The background art was 

half the resolution of the sprites, and 

everything had to be made from a 

set of 256 eight-by-eight blocks. | 
used a giant sheet of 

grid paper to 
draw the 


ed 1 
int ou 





backgrounds and map out the various 
pixel patterns. It was a real trick to keep 
objects and images on block boundaries 
and figure out ways to re-purpose as 
many blocks as possible to get a lot 
of variety. Once | had my list of 256 
blocks defined, | used the background 
art program to create and store each 
individual block. Once they were made 
they were burned to EPROMS, so | could 
sequence through them and build the 
actual background scene. If | missed a 
block or got something wrong, | would 
have to re-burn new EPROMS, so it was 
a tricky process.” Regarding the Gorf 
controller, Scott Morrison recalls: “The 
wires were long enough for me to sit 
way back, with my feet up on the desk, if 
Iwanted to. It was an awesome system.” 
The gameplay mechanics were the 
area that Steve Meyer focussed on in 
order to flesh Tapper out into more 
of a challenge. “It became a resource 
management problem and one of the 
first was 'is this enough to base a game 
on?” So | made it more difficult and 
upped it to demonstrate the progress. 
But | would still ask, 'Is there enough 
content? What about if a customer left 
a tip? It became the Greek factor - you 
had to decide if you had enough time to 
pick it up. We changed the characters 
for each level but this still didn't feel like 
enough, so we introduced the idea of 
the bartender shaking up cans of beer 
(all but one) and you had to keep an eye 
on the can or get sprayed with the 
beer. Before it was implemented, 
É] we had to see if it would be 
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» [Arcade] "Grabibing a tip was the trigger 


device that would spawn the daneng girls,” 
explains Scott Morrison, 
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66 We went into a room with beer 
and sodas and spent hours burping 


fun and it worked and it was nice to 

see people enjoying the game.” The 
difficulty was the hardest area to get 
right and required plenty of tweaking. 
you've ever played a level and wondered 
why it varied in difficulty, this was down 
to a deliberate programming technique. 
“IL spent a lot of time playing with the 
customers, how fast you could serve 
beer to them and get it back. | had to 
play carefully with the difficulty when 
watching people play, and when some 
did better | had to add more difficulty. 

also had to make it easy for people to 
play while holding a beer. | ended up 
with a system with a window 
and timeframe - if you were 
good at serving beer you 
could get patrons out quickly, 
but if not quick enough, they 
wouldn't get out for a while.” 


» Scott Morrison used thus Garfhandie-powered controller ta 
draw the m-game visuals for Tapper. 










What made Tapper unique was 
the controller the game shipped with. 
Complete with a lever resembling a beer 
pump, it made serving alcohol not too 
dissimilar to the real occupation. “Bally 
Midway had a model shop - they had 
all the controller mechanisms. Midway 
manufactured those and they made a 
prototype version and got it right. It had 
a nice feel where it would spring right 
back which became essential so when 
vou let it go, you would fling the beer. 
Hf you wanted to wait for the right time 
or want to throw them one, two, three 
at a time then you could do that. It gave 
you the chance to make 
a mistake and added a 
little bit of risk,” remarks 
Steve Meyer. 

One of the features 
that never made it into 





» [Arcade] There was also a Suntory-sponsored version that 
differad any nm the background lago and colour of iqud. 
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the final release was the inclusion of 
sound effects where each customer 
would burp upon consuming a beer. 
Needless to say, it was an idea that was 
better in theory than in its execution. 
“We were approached by Texas 
Instruments (| think it was TI, that was 

a long time ago) with a new audio chip 
that allowed for digitized sounds, and 
we thought that was really cool and 
cutting-edge,” recalls Scott Morrison. 
“At one point, we went into a room with 
beer and sodas and spent a couple of 
hours burping into a microphone. When 
we installed the chip we tried a version 
that had the patrons burping after each 
beer they drank. kt was pretty funny, 

but got really gross and irritating pretty 
quickly and we didn't think Bud would 
go for it. We tried to tone it down and 
use the burp sounds occasionally, but it 
didn't have the impact we wanted so we 
scrapped the idea.” 

Since the days of Tapper, both Meyer 
and Morrison have remained in the 
games industry, although they work 
in entirely different sectors. “Since 
1987 | have been with Incredible 
Technologies, currently the largest 
manufacturer of coin-operated 
videogames. Early on, we 
decided to follow the path 
that Tapper began and focus 
on games for adults in street 
locations like bars and pubs. 
Golden Tee Golfis our biggest hit, 
which is celebrating its 21st year, 
an unprecedented feat,” remarks 
Scott Morrison. Steve Meyer is 
at Firaxis as “director of software 
development, making games for all 


different systems, the most recent =] 
one being Civilization Revolution” 
8 e 


Cheers guys... have a Bud on us. 
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THE GOMNUVERSIONS 


HI 


f the best arcade ports 
available on the C64, thi 
with incredible visuals, fantastic 
sound, and sick gameplay, ticks every 
box. Our onhy minor gripe is that the 
character sprites feel less cart y 
than the CPC port, but that's us beng 
picky jerks 


The home console versions of Vie 

Ar Kung-Fu were handiled by Konami 

and differ from the Imagine versions. 
lar gameplay 

new fighters, a new hero and a few 

new moves. It's a good version but 


doesn't feel enough ke the arcade 


Amold tums out a pretty good efion. 
The game benefits immensely from the 
machine's love of bright, colourful visuals, 
tan authentc look compared to 
cade. And the gamepiay, while a bit 
on the Suggish side, is no game breaker, 
Completists wil moan that this version is 


missing a fighter, however. 


While colour clash rarely rears its 
head in this game as iny fighters 
are firmiy plonked at the base of the 
screen, the gameplay moves slowly 
and the fighters do this odd shake 
whenever they're hit, which can be 


dis ng. Not a great port, to be 


Wo; 
vens 


This version doesn't look bad but 
the combat feels fhghty, with the 
unforgiving cofision detecton that 
the arcade is famous for ren 

non-ex t Most fign 

by furo bashing bx 

certainiy isn't what Vie Ar Kung-Fu is 
all about 


MERRITT CIFPINTAEIST 


love the 
nversion, 
ving the 
sion and 


colour. Gi 
neuromancer 
“Có4 for me, Great 

cs and over-the-top 
sounds, a diverse range 
of fighters, and in a single 
load” - TheDude18 
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From its early days trying to make it as a 
game developer in a very new industry to 
its booming era as part of the Sierra family, 
Craig Ritchie takes us through the history of 
simulations giant Dynamix 


career in computer gaming 

isn't the first thing that springs 

to mind when someone 

tells you they're studying a 
Bachelor of Science in Biology, but Jeff 
Tunnell was never one to shy away 
from breaking the mould. “| took a lot 
of computer classes as | was getting 
my BS,” he explains. “When the Apple 
computer came out, | couldn't resist. 
$2,500 bought me an Apple Il, a green 
screen monitor and a disk drive. That 
was a smoking hot system!” 

Once Tunnell had the Apple, he 

wasted no time setting about applying his 
programming knowledge to writing games 
He was instantly hooked, fascinated by the 
machine and its potential, and a few months 
later the entrepreneurial Tunnell founded 
ComputerTutor. At the time, all software 
was sold in computer shops ana no one 
had launched a store selling only software 
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Tunnel! changed this. “It was the first 
software-only store in America,” he recalls 
“Lknow this because the bigger software 
only store that claimed to be the first, and 
got credit for it, had a later founding date 
than ComputerTutor.” 

Tunnell maintained his interest in games 
all the while, and continued programming 


his OWN game while Funning ComputerTutor 


He then started another business called 
Software Entertainment Company (SEC) as 
his attempt to make his first foray into the 
gaming world. It was just at this time that 
a young Chris Cole and two of his friends 
arrived on the scene 

“Paul Bowman, Clark Fagot and myself 
were all about 14 years old,” recalis Cole 
“My family had just bought an Apple Il+ 
and Clark's family also had an Apple Il+. As 
for Paul, well... he just hung out with us a 
bunch. About that time this new computer 
shop, The ComputerTutor, opened up. As à 


O THE INCREDIBLE MACHINE, 


promotion, Jeff Tunnell had a contest that 
would give the customer with the highest 
score on a brand new game (Snake Bite) 
$100 in software. To us $100 was a lot of 
money, especially considering it was 1982 
We all gave it a shot and lo and behold 
Clark won! So like a kid in a candy store, he 
chose $100 worth of computer games. We 
were in heaven.” 

“However, not all was completely 
rosy,” continues Cole. “Apparently Jeff, 
who himself was only around 24 years 
old, did not completely trust us. He 
sort of infamously called us “The Three 
Hoodlums'. Apparently he thought we were 
untrustworthy as we'd often come into 
the store and mull around for hours looking 
at the new games. He was certain we 
were shoplifting, but in actuality, we had 
no money and were really just salivating 
over the games we'd never be able to play. 
Anyhow, he got to know us a bit and finally 
started to understand that we loved games 
but just couldn't afford to buy a bad one 
That's when the famous dare was made! | 
had just spent, or, rather, wasted my money 
on a particularly bad game and wasn't too 
happy about it. We were all hanging out at 
Jeff's store and |, being the most brash of 
the bunch, declared “| could write a better 
game in two weeks!” Jeff then replied, 
4f you think you can, then do it... and WO 
publish it!” 


unnell and 
amix operated 
Ot 
the earliest 


jios 1 ar 


grised by home coders 


and hobmpists 
ht was am 
programme 
through the 1 


award-winning 


the launch titles for th 


100 unique games and 
expansion packs 
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scandal in his! 


st corporate fraud 





66 Ken Williams was 
impressed that we shipped 
seven games in one year 7 J) 


JT SIERRA TTENTION 


Cole immediately got to work on his own 
game, employing the help of a few of his 
friends along the way. During this time, just 
as Comp stor had attracted Cole and 
his crew, so too would a young games fan 
named Damon Slye soon venture into the 

5 in high school! 

rears old, and | would go in 

re to Duy gar 
just drawn to computer games 
point Jeff of 


in the store and | said 'sure!” 


at the time 
recalls Shy 
red me some part-time work 


After working at 


ComputerTutor for a while, 


U By THE NUMBERS 


3 The number of adventure 
games that were made using 
Dynamix's GDS technology. 


4 The number of owners 
Dynamix had in 1984. 


7 The number of games 
Dynamix produced in 1989. 


27 The number of unique 

the company. 

30 The number of employees 
fired in February 1999, 


60 The number of employees 


fired in September 1999. in 1982. 


650 The amount of 
simulation games developed by | dollars, per month, it cost 
Dynamix to hire the company's 
junior programmers. 35 


) The number of 
approximate total sales of the 
original release of Stellar 7, back 


Slye mentioned to his new boss that he 
was making a game on his Apple Il, and 
when he showed off his work Tunnell was 
impressed. The game? A 3D science fiction 
combat sim named Stellar 7 Tunnell told 
Slye of his games publishing intentions and 
uit the ntec ager into his 
new company, but Slye's grand ambitions 
led to some initial reservation. “Because | 
didn't hy know who he was my attitude 
Ethink | want 
d or Electronic Ar 


was more like “nah, 
with Brode 
Sierra; so 


to work 


é ake the idea 
allt e appealing to Slye, and offere 
him a 30 | per cent ro royalty nstead of the 
standard 20 per cent that he could exr 
from other publishers é 
the partnership that would soon see the 
creation of ar was formed 

Chris Cole's two weeks, meanwhile, had 
;med into close on two and a 
t he did eventually complete work on 


half years 


35,000 The dollar amount of 
the publishing deal Dynamix 
raedies with Electronic Arts. 


350,000 The number of 
copies e that Aces Of The 
Pacific, Damon Slye's most 
successful game, ended up 
selling worldwide. 


his own game, The Sword Of Kad 
finished up the game r 
time Damon was finishing up his Stellar 7 
oftware Entertainment Company. 
It didn't take long, however, before the 
realíties of tk ers to entry in software 
publishing presented themselves. It was 
n 1984 and the already established big 
players had massive distribution networks 
in place, to attract 
and pay top emerging talent. Realising 
this, Tunnell then came up with a new 
proposition for Slye. "Jeff told me that it 
was too late to get going on a publishing 
company without a lot of mo ; 
Slye. “Then he said 'how ab e 
form a partnership and you anc : I start. ta 


as well as the mor 


Damon agreed, and because of th e 
difficulty in trying to run tr are store 
as well as a games business, Tunnell sold 
ComputerTutor to focus es ly on garr 
development. ComputerTutor ow! 
name SEC, however. Damon then came 

p with the name Dynamix, and instead of 
Tunnell and Slye started a 
mes development company 


ned the 


publishers, 
one of the 


ving on up 
Tunnel! and Slye immediately s 
gathering talent for their fledgl 
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£ |, being the most brash of the 
bunch, declared '| could write a 
better game in two weeks! 77 


CHRIS COLE'S UNIQUE APPROACH TO LANDIN 


> 


LITHE LEGACY 
OF 3 SPACE 


Damon Slye coded the original 
3 Space engine when he was 


developing Sr 
Il. The engine 


on the Apple 
en ported to 


the Amiga for the game Arciicfox 
and then later ported across to 
the PC, Essentialky, the underlving 


engine was such à suco 
staved in place, 
algorntyms p 


ss Lhat it 
1 the same 3D 
ted across different 


systems, for gver ten years. "3 


nas vasicalhy there for the 
of Dynamix until they 


came up with a new engme for 
Tribes,” says Slyve. “E think that 


was the 


96 


t game that droke out 
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development house. They had received a 
game demo from à young coder named 
Kevin Ryan and were thoroughly impressed. 
“We looked at it and | thought it was 
incredible,” says Slye. "Jeff and | talked 
about it and said that we have to bring this 
guy on because he's really talented.” Soon 
after that, Ryan and a friend, Richard Hicks, 
joined up with Slye and Tunnell, becoming 
partner-owners in the young Dynamix 

With their talent in place, the slowly 
growing company started trying to make 
inroads with the larger publishers. They 
identified a potential in Electronic Arts, and 
Slye sent them a copy of Stellar 7 to gauge 
their interest. "Joe Ybarra called,” says Slye 
“| think he said something like “we're not 
interested in publishing Stellar 7 because 
we think it's too much like Battlezone, but 
we'd be interested in meeting with you 
guys because we're launching a company 
and we need artists” 

The original excitement they felt at what 
seemed like a golden opportunity with the 
gaming giants soon tumed to frustration 
as Ybarra never fully committed to signing 
Dynamix. Eventually, Slye grew tired of 
waiting. “He kept calling me but we weren't 


w[PC) Originally af the Sesrra stable, the 
fifth Space Qusst game was actually 
developed by a team at Dynamix 


getting any deals or whatever,” says Slye 
“So | just called him up and said 'if you 
actually want to work with us, you have to 
sign US very soon because we're going to 
go away and do other things now — we're 
tired of waiting.” 

Ybarra had been impressed enough by 
the 3D technology in Stellar 7 to know that 
he should not let this fresh developer from 
Oregon slip away to the competition, and 
invited it to EA headquarters to discuss 
something concrete. “Ve had this idea that 
was sort of like a Prince Of Persia thing,” 
says Slye. “This Indiana Jones-style game 
with traps and all that, so we drove down 
and pitched the whole thing to EA." 

After the presentation, everyone in 
the room seemed positive and Dynamix 
thought it had it in the bag. That was until it 
got round to Joe Ybarra's final say. He said 
“No, but we're interested in having you do a 
3D tank game on the Amiga: 

This was the first the company had ever 
heard of the Amiga, and so it was with both 
the satisfaction and relief of finally signing a 
contract as well as curiosity about the new 
system that it got to work developing one 
of its key launch titles, Arcticfox 

“The Amiga hadn't even launched at 
that time,” says Slye. “So when we started 
Working On it, it was very secret and we 
were on prototype boxes they were na 
black steel case, the keyboard case 
made out of wood and there were wires 
coming out everywhere. It was really cool.” 


Active visionaries 
Arcticfox went on to be a 
great success, and given the 
clout that Electronic Arts had 
in the industry, Dynamix's 
profile skyrocketed. They 
kept working for EA for a 
few more years, developing 
memorable titles such as 
Abrams Battle Tank and 
Project Firestart, and the 
company had grown to 
around 20 people by the end 
of 1988. But by this time, 
Tunnell felt that Dynamix was 
due for a change. 

“Kt is not a good thing 
to get 100 per cent of your 
revenue from one source,” 


COLE BEGINS WORK ON 
TCOM 


HRIS 


H/u/38/,/3 


1981 1982 1983 1984 


says Tunnell. “Ve were working 100 per 
cent with Electronic Arts, and decided that 
we needed to expand our customer base 

| used to go to all of the CES and Software 
Publisher Association meetings, and | got to 
know everybody in the industry. It was easy 
to talk to the CEOs of all the companies 
Dynamix rapidly got a good reputation, and 
everybody wanted to work with us.” 

“We were talking to a lot of companies, 
but Activision was the one we ended up 
moving to,” adds Slye. “They were really 
trying to take on EA at the time, and we 
ended up moving from EA to them. We 
made an arrangement where everyone was 
happy, and then we signed a product deal 
with Activision.” 

The team got to develop games on some 
very big-name licenses that Activision had 
secured the nghts for, such as MechWarrior 
- based on FASA's Battletech franchise — 
and the Die Hard and Ghostbusters Il movie 
tie-ins. It was a productive and profitable 
year, and Dynamix ended up chuming 
out a total of seven games by the end of 
1989, five of which were for Activision 
“| don't know how we managed to ship 
seven games,” laughs Slye. “We were 
just cranking back then! | think everyone 
just knew what we were doing and we 
had technology that was mature. We had 
good people who had a lot of autonomy at 
that time. For example, the guy who made 
Deathtrack - Darek Lukaszuk — he just knew 
how to make the game largely on his own.” 

Now, although the team was doing 
well and had been producing good games 

for some impressive 
publishers, Tunnell 

and Slye had begun to 
feel that Dynamix was 
stagnating. “Ve had 
already decided that 
being a captive developer 
- that was our term for 
where you're a developer 
working solely for one 
publisher — you get stuck 
because of your cashflow 
needs. You get stuck and 
you can! get ahead, and 
so we realised that just 
being a developer wasn't 
taking us anywhere,” 
says Slye. 





JOIN THE COMPANY AS 
OWNER-PARTNERS 
DYNAMIX MANAGE TO SHIP SEVEN 
CAMES, IMPRESSING SIERRA CEO 


ARCTICFOX, & TOP LAUNCH TITLE 
KEN WILLIAMS, 


KEVIN RYAN AND RICHARD 
SLYE COMPLETES WORK ON 
FOR THE AMIGA. 

TUNNELL AND SLYE CREATE 
POSSIBLY THE FIRST EVER 
SURVIVAL HORROR GAME, 
PROJECT FIRESTART, 


1984 1986 1988 1989 


» The Dynamix team circa 1989, 
possibly after shipping seven 
games in a year. 


“We decided that in order to really 
be worth anything,” explains Tunnel, 

“we needed to own our own intellectual 
property and publish our own games. We 
had brought Tony Reyneke on to be our 
CFO (he was our accountant, and liked 
what we were doing), and he was helping 
us raise local “angel capital”. During the 
capital raising process, | got a call from 
Ken Williams out of the blue. He wanted to 
license our 3D technology for some Sierra 
games for $300,000. That money was 

a godsend, and allowed our other capital 
rounds to close, so we could release A-10 
Tank Killer and David Wolf: Secret Agent 
as an affiliate publisher with Activision. Ken 
liked our technology and products enough 
that he called me one day and said, "Why 
don't we just buy you guys?” 

It was now 1990, and although A-10 Tank 
Killer and David VVolf had been released and 
were selling fine, the revenue they brought 
in wasn't actually proving enough to keep 
Dynamix afloat. The call from Ken Williams 
was à godsend, 

“Ken was impressed by the fact that 
we shipped seven games in one year,” 
explains Slye. “Early on he said “there's 
no way you're going to ship all these... no 
way”, so when we did, he liked it a lot and 
wanted to do an acquisition. Things like 


Es: 


T ADVENTURE 


TIDNS STUDIO OPEN: 
FIRS 
S RELEASED 


SIERRA FAMILY AND JEFF TUNNELL 


PRODUC 
DYNAMIX RELOCATES TO LARGER 


OFFICE SPACE AT RIVERFRONT 


DYNAMIX BECOMES “PART OF THE 
RESEARCH PARK AS THE 


COMPANY GROWS BEYOND THE 
TUNNELL AND COLE RECEIVE À 


100-EMPLOYEE MARK 


1990 1990 1993 


this were not really happening too much 

in the game business, and so he was sort 
of going outside the box wanting to do the 
acquisition. Eventually we worked out an 
arrangement with them and it worked out 
really well for everybody.” 


The Sierra family 

Just before the acquisition went through, 
Dynamix had been working on its first 
adventure game: Rise Of The Dragon. 
Sierra and LucasArts had set the standard 
for adventure gaming with titles such as 
Maniac Mansion and the King's Quest 
series, but the crew at Dynamix wanted to 
try something entirely different. 

“| just wanted to make a storytelling 
game in a way that | thought would make 
people care about the characters,” recalls 
Tunnell. “Dynamix's adventure games 
started before Sierra bought us, and 
used our GDS technology. Rise Of The 
Dragon was nearly finished when we 
sold Dynamix.” 

In keeping with their wacky and exciting 
use of nomenclature (remember that 
Tunnell had called his first games company 
'Software Entertainment Company), 
Dynamix dubbed its adventure game 
toolkit “Game Development System. 

GDS was not only a handy tool for 
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IN SID & ALS INCREDIBLE TOONS 
DAMONSLYE LEAVES THE COMPANY. 
AFTER HALF À DECADE IN HIS 
OWN STUDIO, JEFF TUNNELL 
RETURNS TO À LEADERSHIP ROLE 
IN DYNAMIX 
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SONTO BE 
DMES AN ONLINE GAMING 


I-DULTRA PINBALL IS RELEASED 


AND THE SERIES GDE 
STARSIEGE: TRIBES IS RELEASED 


DYNAMIXS LARGEST EARNER 
AND BEI 


PHENOMENON 
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JRING UNDER NEW 


SHUT DOWN BY 
DIWNER VIVENDI UNIVERSAL 


JEFF TUNNELL LEAVES THE 

COMPANY FOR GODD, AND CHRIS 

COLE LOSES HIS JDB SODN AFTER. 
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CI WUHERE ARE THEY NOUS? 


| Jeff Tunnell and fellow 
| Dynamix big dog Rick 

| co-founded 

| PushButton Labs after 

| moving on from their 

| very successful post- 

| Dynamix endeavour, 

| GarageGames. Among 

| PushButton Labs” list 

| oftitles is the very 

| successful Facebook 

| game Social City, which 
| currentiy has over 10 

| million active users. 

| PushButton has also 

| created Grunts Skirmish, 
' en online semi-real-ime 
| strategy game, and 

| released The Incredible 


| taken to rocking out 


| stage with his band, The 
| Procrastinators. When 


| not busy with gaming or 


* Simulation games and 
* wanting to experience 
: Mfor real, After a long 

* hiatus, it was Jeff Tunnell | 


“ gigging, he Efts Olympic 
 weghts, 

enjoys riding 
motoreyces 
and is engaged 

|foronysoga db Ea pla a 

| lapprox £6.50). He 2 i ; 

| writes regulariy both on | dt 

| his personal blog and for | Damon Slye lef: 

[the lido | Dynamix and spent 

| ed | almost 13 years away 


| Machine game 


| During this time he 

| went back to university 
| to complete a 

| degree and also 
| eamed himself 
| 8 pilot's licence 
| —a direct result 
| says Damon, of 
| having worked 

| on so many 


putting together their adventure titles, but 
was also a boon to productivity; it was 
designed to work over the office network 
so that different people could be building 
the same scene simultaneously, with 
non-technical staff able to craft dialogue 
and conversations, work on graphics and 
animations as well as set event triggers 
to move the story or action along. GDS 
proved an excellent tool, the timing was 
perfect, and Dynamix was able to release 
the very successful Rise Of The Dragon 
soon after being bought by Sierra. > 
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| from the games industry | Alte 


* PushButton Labs, Mad 


ter 
Ora 


Jeff Tunnel 





“who got Damon back 

| into games, teaming him 

| up with Ciris Cole once | 
- more to found Mad Otter | 
' Games and work on the 

* fhght sim Ace Of Aces. 

- Mad Otter also employs 

+ Dynamix alumni Paul 

' Bowman, Neis Bruckner 

' and Mark Brenneman, 

' and is currentiy working 


Otter has 

also released 
some of its old 
property on 


92 





> 


It was a good time for Dynamix, as Sierra 
had pulled it out of the captive developer 
rut it was in and saved it from what could 
have soon tumed into dire financial straits 
Sales were better than ever, and with the 
strong financial backing and the increase 
in the scale of its projects, Dynamix 
experienced growth like never before. “lt 
was interesting,” recalis Slye, “that after 
the acquisition Ken was interviewed by 
the Register Guard, the local paper here 
in Eugene. VVe were probably around 
35 people and he said 'in a year there'l 
probably be about 120 people here' and 
| just thought 'you're crazy, man!”, but he 
was night! Because once they bought us 
they started funding and letting us hire 
more people for our projects, so it was a big 
growth time.” 

After Rise Of The Dragon came the very 
popular World War | flight sim Red Baron 
(which was also quite far into production 
by the time Sierra came along), and the 
company's second game to use the 
Game Development System, Heart Of 
China, soon followed. It was shortly after 
this that Tunnell got started on his next 
project, which would go on to be one of 
Dynamix's most popular titles of the era: 


» [Mega Drive] Realtime Games Software ported Damon Slye's Abrams Banie 


Tenkto the Mega Drive 
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[] CHRIS COLE'S 
PERSONAL BEST 


Longtime Dynamix developer 
Chyis Cole takes us through two 
cf his favourke projects: "First off 
— and | only say this half jokingly 

- The Sword Of Kadash vas the 
best game | ever wrote,” says 
Cole. “There realy was something 
magical about that first game 

Vie all played for hours and 
loved it. I've said for mary years, 
Never make à game you would 
want to play, Decause by the time 
vou finish it you'll never vearz to 
play it" Sword Of Kadast was an 
exception for me to that rule 
Aside from that, | wrote a really 
fun action game that didn't 

do so bot in the mark llad 
Hunter Humted! game 

was intentionaly à souped-up 
side-scroller throvback, but 

that appears to have begn a bad 
marketing decision as it was 
released right about when Quake 
was making Es impact on the 
industry. It was bured in the 
marketolace by Quake and Diabio 
ft got good enough reviews — mid- 
Bs, if | remember — but nobody 
ever saw it... thought R was à 
pretty fun Fte action game.” 


RATGE 


POLUEF 


Dynamix was formed 


The Adventures Of Willy Beamish. “My big 
goal with Milly was to really raise the bar 
on story and animation. Willy was the first 
game in the world to use cell animations 
scanned in. We hired Disney animators. 
The first time | saw Willy walk across a 
room and jump on the couch, | knew we 
had something special. To raise the bar on 
the story, we hired Tony and Meryl Perutz, 
two writers from Hollywood. Tony, Meryl 
and | had weekly story sessions where they 
would bring in wild story elements, and | 
would work them into the adventure game 
format of puzzles, rooms, cut-scenes, etc. It 
was one of the most fun games that | ever 
worked on.” 

Like Rise Of The Dragon and Heart Of 
China before it, Willy Beamish sold well 
and Dynamix had produced vet another 
hit. Tunnel, always the entrepreneur, then 
left his managerial role at Dynamix to open 
Jeff Tunnell Productions (JTP). Here he 
had more creative freedom to work on his 
own projects, and even though it was a 
separate studio, JTP still worked closely 
with Dynamix and Sierra. Jeff Tunnel! 
and Kevin Ryan then developed The 
Incredible Machine, a unique puzzle title and 
forerunner to Sid & A!'s Incredible Toons, for 


SUNBEAM LASER 


200 m 


100 Guy 


MORERREREREaRE! 


» [Apple Ill The first version of Stellar 7 was actually released befora 


which they received a patent for the title's 
distinctive game concepts. 


All good things 
By 1994, however, Damon Slye had been 
with the company a decade and felt like he 
needed a change. He had just completed 
work on Aces Of The Pacific, a title that 
he says proved incredibly taxing, and was 
feeling utterly burned out by the gaming 
industry. “It was really strange because 
| was doing really well," he says. “I was 
making good money and doing cool stuff, 
but | was pretty much just working all 
the time. | didn't realise it at the time but 
| was probably a Irtle depressed and so | 
wanted to get out of what | felt was a very 
isolated environment. | would just get up 
and go to work and work on games and 
then go home, so | wanted to get out and 
experience more things.” Siye made up his 
mind, quit Dynamix, and left the industry 
altogether. He would not retum to the world 
of gaming until 2007 when he founded Mad 
Otter Games with a group of fellow former 
Dynamix employees 

Despite losing Slye, rt was still a great 
time for Dynamix in terms of game 
development. It saw more hit titles such as 


o 





E SIH OF THE BEST 


The Adventures Of Willy 
Beamish (1991) 


Possibly Dynamix's most memorabie 
adventure game, this “xids' game for 
adults' boasted incredible graphics and 
animation thanks to Dynamix emploving 
former Disney artist Rene Garcia 


The Incredible 
Machine (1992) 


A standout title, TIM is the ultimate 
physics puzzle game, offermg bowing 
balis, monkeys, bicycles and other tools 
for building comically complex 'machnes” 
that achieve simple goals. 


Betrayal At Krondor (1993) 


A classm RPG buit in Raymond E 

Feist's classic word, Betraya! At Krondor 
received rave reviews. Feist would go 
on to novelise the story. which has been 
accepted by hardcore fans as canon. We 
strong'y urge readers to give it a try. 


Red Baron (1990) 


A brilliant flight sim that had both brilliant 
campaigns as well as a customisable 
mission generator for unlimited 
replayability, It's easy to understand 
why Damon Slye considers it to be his 
favourite game he worked on 


MechWarrior (1989) 


The first official BattleTech sim that saw 
players able to control robots in future 
combat, MechWarrior was a big hit. The 
game offered a good variety of mechs and 
enabled players to follow the storyiine or 
pursue a life as a freelance mech warrior. 


Starsiege: Tribes (1998) 
Despite arrving very late in Dynamix's 
life, this FPS went on to be one of its 
most memorable titles. It was Dynamix's 
attempt at a Quake killer, and the large 
outdoor areas added a new element to 
the claustrophobic world of FPSs. 


Metaltech: 

Battledrome (1995) 

This was basicaly Wing 
Commander; Academy for the 
Earthsiege universe, and feit to 
many like a slapped-together battle 
simulator with Iíttle depth or story 
- and that's because this is exactly 
what it was. Battledrome's major 
draw card was that it introduced 


Secret Agent (1990) 

David Wolf: Secret Agent was 
Dynamix's take on James Bond, 
complete with over-the top villains, 
the hot dame, and the nerdy tech 
guru who provides VVolf with 

his nifty gadgets and souped-up 
vehicles. It was an experimental 
Utle that used video cut-scene 
stills to tell the story between its 
various simulation sections, but 
unfortunately t suffered from poor 
execution in certain parts. Perhaps 
David Wolf should be looked 

bacx on more as a prototype 
predecessor to Dynamix's other 
cinematic titles. 


multiplayer mech — sorry, Herc 

— combat for the first time, and 
was always intended to be seen as 
a two-piayer game. The additon 

of network and modem play was a 
step forward, but as a standalone 
product, it just didn't bring enough 
to the table to justify a purchase. 


FROM THE ARCHIVES: DYNAMIK 


£6 Instead of being a publisher, we 
decided to be a game developer — 
one of the first in the world 77 


JEFF TUNNELL ON STEPPING UP FROM THE 


the Front Page Sports senes, t 
series, and the Earthsiege games and, 
in 1995, his stint with JTP over, Jeff 
Tunnell retumed to Dynamix fuli-time, 
a welcome homecoming to a company 
that for a year was without either of its 
original founders. It would be a short 
stay, though. Ken Williams sold Sierra 
in 1996, and things b to tum sour 
for the company not long after that 
)ynamix put out more great games, with 
jerhaps the most notable being the 1998 
multiplayer FPS hit, Starsiege: Tribes, 
but trouble was brewing on a corporate 
level, and the cts were soon felt on 
t round. Sierra quickly went from 
dedicated gaming house to corporate 
commodity, experiencing a string of sales 
to various corporations and then breaking 
down almost entirely because of a cas 
of accounting fraud committed by then 
owner Cendant Corporation. In 1999, 
after a series of brutal lay-offs, Tunnell left 
what Sierra and Dynamix had become to 
tart up GarageGames with three other 
former Dynamix employees 
This time also saw the departure of 

Chris Cole, among many others. “| was 
laid off when Jeff left the company 
in September 1999," he says. “The 
company at that point had got pretty 
corporate and | had been very aligned 
with Jeff, so in that changing of the 
guard, | assume, the powers that be 
saw an opportunity to get rid of some 


JF BEDROOM CODING 


3 laidl off, a huge chunk 
of Dynamix's then 170-strong workforce 
Tunnel, Slye, Cole and many other longtime 
stalwarts were gone, the soul of the 
company with them. Two years later, on 14 
August 2001, Dynamix was closed forever 

“FR was sad the way the whole thing 
worked out,” says Slye. “I mean, | still don't 
know exactly why it was shut down... there 
are a lot of different rumours about why 
that was. But | know it was a big French 
water company, so | don't understand that 
It's a weird world... but I'd been apart from 
it for so long already, and it ended up being 
one of those creative destruction things in 
that after it shut down all these other things 
sprang up out ofit.” 

Jeff Tunnell shares similar sentiments 
about the end days of his company, and, 
like Slye, maintains that even though Sierra 
shut it down, the core of Dynamix is still 
very much alive thanks to what its former 
staff are up to now, “It was sad to see 
Dynamix close two years after started 
GarageGames,” says Tunnell. “By that 
time we didn't really even know what was 
going on inside the company, but we did 
still have a lot of friends working there 
Dynamix still lives on in Eugene, though 
Buzz Monkey, Pipeworks, Playdom Eugene, 
PushButton Labs, Mad Otter, Game Clay, 
GarageGames, and others still have roots 
that trace back to Dynamix. In a way, 
Dynamix is stronger than ever” [= 
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You have to feel 4 
for Donald Duck. » | 
Not only does he pes F ”r 
play second fiddle , 
to a big-cared 
mouse with a 
girl's voice, but Disney didn't even 
give him a pair of underpants. SA: - vu Ee 1 
Shameless. Well, thanks to Sega of E ; ão boss as , * ” 
Japan - for brokering a deal with K A o 
Disney to develop a series of Mega 
Drive games starring its creations 
— Donald finally got his moment 
to shine when he was plucked to 
star in his own platform game; one 
that, in my opinion, was actually 
better than Castle Of Illusion. 
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DOS GAMING: A BLUFFER'S GUIDE 


he MS-DOS driven 
PC is a platform that 
probably doesn't get 
the amount of respect 
that it deserves, and 
there are a few reasons for this. 
Firstly, the platform lacked the 
closure of a sad farewell because, 
towards the end of the classic 
DOS era, PC gamers played a 
combination of DOS and Windows 
games. This smooth transition, as 
opposed to a clean break, seems 
to have eliminated the typical 
feelings of nostalgia that develop 
for an old platform. Secondly, the 
success of the PC wasn't built upon 
emotional attachment in the first 
place because PCs weren't cute; 
they were functional, beige business 
tools. PCs also lacked an image for 
gamers to fixate upon as so many 
manufacturers made so many 
different models. Thirdly, thanks to 
backwards compatibility, no one 
bothered to keep their old PC when 
they upgraded to a new model, The 
lack of these emotional triggers has 
consigned the classic vintage PC to 
be a retro platform that people tend 
to forget about. 

It's a shame, too, because it's one of 
the best formats to get interested in. The 
platform has a unique character all of its 
own, and there are thousands of great 
games. It was also uniquely long-lived 
compared to other retro platforms, the 
different eras combining to make it like 
two or three different platforms in one. 

But, to fully understand PC gaming, 
you have to start at the beginning... 


Until the start of the Eightes, most 
personal ownership of computers 


extended only to games consoles, and 
that's hardly surpnsing, as the computers 
of that time were huge, expensive, and 
frankly, a bit boring. Institutions such as 
banks were typically the customers for 
computers that would live out their lives 
in specially built ventilated rooms. This 
all began to change when companies 
like Commodore and Apple decided 
that ordinary people might want to use 
computers in the office or home 

This new trend had not escaped the 
attention of the grey beards at IBM, 
and the decision was taken that IBM 
would make its own personal computer. 
Subsequently, the IBM PC came 
together in about a year; a short time 
by any standards, and remarkabiy so for 
a leviathan like IBM, kt achieved this by 
eschewing the typical design procedure 
for a major new project, instead building 
the machine out of off-the-shelf 
components. This decision would have 
unexpected repercussions for IBM. 

The IBM PC was released in 1981. 
At a couple of thousand pounds, with 
monitor, it was a bit more expensive 
than some contemporary personal 
computers but considerably cheaper 
than the mini and mainframe systems 
that had made up IBM's core business 
up until then. The basic model had 
64K of RAM, a 4,77MHz CPU and a 
floppy disk drive. Command-driven 
Microsoft DOS was the operating 
system. This was before computers 
like the Commodore Amiga and Apple 
Macintosh made a mouse-operated 
graphical interface a standard feature. 

No doubt, by 1982, the higher-ups in 
IBM were reasoning that if there was 
going to be a change in how people 
used computers, at least IBM now had 
a serious stake in it. Then something 
happened that took IBM by surprise: a 
company called Columbia Data Products 
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created the first IBM PC compatible 
computer, the MPC 1600. This had been 
made possible by the fact that IBM's 
PC had been made from commonly 
available components in order to speed 
up the design process. Making matters 
worse for IBM, the MPC 1600 was also 
cheaper and had slightiy higher specs 
than the onginal IBM PC. Later that year 
Compag announced a portable IBM 

PC compatible. Subsequentiy, other 
manufacturers began to make their owm 
clones and the term PC would come to 
refer to IBM PC compatible computers 
rather than its onginal general meaning 
of any personal computer. 


As a games machine, the capabííties of 
the original IBM PC were middling, and 


» The old, big cardboard boxes had a dot af 
character, but for reasons of convenenca gave way 
to standard DVD-style boxes in the late Nineties. 


Zé pedro Abs. + 


it was more expensive than a dedicated 
home computer. This fact highlights a 
key point about the early years of PC 
gaming: due to fts cost, it was bought 
for serious use and games remained 
something of a novelty on what was, 
effectively, a business computer. 

A lot of the early commercial 
games were ports from other 
systems, produced as a sideline by 
established publishers. The fact that 
the demographic that owned PCs 
was typicaly older, coupled with the 
limitations of the machine in the area 
of fast, colourful graphics, combined to 
attract a more serious class of games 
such as those in the strategy, adventure 
and simulation genres. Sierra Online, 
already a creator of highly lauded 
graphical adventure games, became an 
early supporter of the platform thanks 
to IBM itself. IBM commissioned the 
company to create a launch title for 
its IBM PC Jr home computer. The 
launch game was King's Quest, and 
although the PC Jr was not a success, 
King's Quest itself was a hit when it was 
made available for the standard IBM PC, 
among other platforms. 

Strategic Simulations Inc was one 
of the established companies that 
supported the PC from the beginning, 
but founder Joel Billings told us that 
he wasn't particularly enamoured with 
the early PCs. “| remember that the 
first IBM PC was very clunky and hard 
for us to deal with. Knowing how big 
and successful IBM was, I'm sure we 


thought it would eventually do very 
well. VVe definitely wanted to get some 
games working on it. At SSI we wanted 
to support the PC because we wanted 
to support all personal computers that 
had any substantial installed base.” 

Although shoot-'em-up games were 
never the main thrust of the PC gaming 
scene, some high-quality coin-up 
conversions were made in the early 
days. In 1983, Atarisoft did conversions 
of some arcade classics such as 
Defender, Battiszone and Dig Dug, while 
Brederbund contributed a very good 
conversion of Star Wars 


By the mid-Eighties, the PC market 
began to take flight thanks to the 
cheap clones from companies such 

as Tandy and Compaq. Although IBM 
had lost its exclusive control of the 
platform, it continued to introduce 
improvements that would then become 
official extensions to the standard. In 
1984, the company introduced two 
major refinements in the form of the 
IBM PC/AT and the EGA graphics 
system. The AT architecture was 
based around the considerably faster 
Intel 80286 processor. As the model 
numbers of Intel processors were 
becoming a mouthful, most of the 
press referred to both the CPU and the 
class of machine as simply the '286' 
These new developments were largely 
software compatible with the original 
PC specification, and this practice 
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of rgorous backwards compatibility 
would become a comerstone of the PC 
platform until the present day. 

One snag that cropped up with the 
second generation of PCs was that a lot 
of older games ran too quickly. Some 
PC makers tried to get around this with 
the addition of a 'turbo' button on the 
front of the computer case. Actually, the 
labelling was somewhat misleading, as 
the function of the turbo button was to 
slow the computer down. It's a problem 
that dogged the PC throughout the 
entire DOS era, as each generation of 
new PCs revealed software developers 
that had failed to anticipate a newer, 
faster generation. 

Game pads were available, but most 
PC joysticks were of the analogue type, 
which were more suited to control of 
simulators. The speed problem reared 
its head here, too, as joystick support 


» [PC] Setinthe BatieTach universe, 
MschWamior 24 1995) was an acton 
geme that required a ba ofthought 
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= [PC] Jack Mickisus Gol & Course 
Design had CGA, EGA and VGA 
versions, as shown here. 


» PC] Abuse (1996), The mouse contro, 
real-tima lighting and constant 
carnage give it real flsvour. 


= [PC] Dig Dug (1983). An Atarisoft 
conversion of a Namco coin-op 


suffered from calibration problems 

on faster computers. To work around 
this, many games offered a calibration 
feature, and most of the best joysticks 
featured trim controls for the same 
reason. Not every PC owner had a 
joystick — or even a joystick port, for 
that matter - so nearty all games could 
be played from the keyboard, defaulting 
to the cursor keys. 

Platform games weren't an area of 
gaming that PC was well-known for, 
and although the PC's hardware wasn't 
very suited to them, some interesting 
platform games do exist. Making use of 
shareware distribution, Duke Nukem and 
Commander Keen are the most famous 
franchises in this genre. Commander 
Keen was programmed by 3D graphics 
legend John Carmack and proved to be 
an early episodic success for Apoges, 
having started life as a clone of Super 
Mario Bros 3. Softdisk, the company 
that later became Apogee and then 
3D Realms, presented the demo to 
Nintendo. The Nintendo executives 
were impressed by Carmack's technical 
achisvement but the company remained 
uninterested in entening the PC games 
market. Nothing was wasted, however, 
as Carmack and co reused the engine 
for Commander Keen. 

One advantage that the PC had 
over its rivals was the fact that it 
was so flexible, and a huge industry 
of component makers and system 


builders sprung up around the PC, 
Even end users would often get in 
on the act, either building from scratch 
or customising an existing system. 
The downside was that game 
developers were unable to test every 
possible hardware combination on 
the market, and this sometimes led to 
software incompatibilities 

By the time that 286s were common, 
most PCs had a hard disk drive fitted 
and it became a requirement of most 
games. Naturalhy, that added a bit 
to the cost of the computer, but it 
was worth it for the improved speed 
and convenience. It was also around 
this time that PCs started to be sold 
with Microsoft Windows installed as 
standard, giving the user a graphical 
way of managing files and launching 
games. A few games could take 
advantage of early versions of Windows, 
but until Windows 95 and Pentium 
class machines became common, the 
majority were pure DOS games that 
merely ran under Windows. 


In 1986, it vas Compag rather than 
IBM that introduced the first PC based 
around the Intel 80386 processor. IBM 
soon followed suit, demonstrating 

the benefits to the consumer of à 
competitive marketplace. The eary 

386 machines offered a huge speed 
boost, although the high cost of the first 
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EIGHT IMPORTANT DOS GAMES 


KING'S QUEST: 
QUEST FOR THE CROWN 
» Released: 1985 
» Publisher: Sierra 
» Developer: In-House 
» By the same developer: 

Loisura Suit Larry (1987) 
E King's Questmodernised the adventure game 
by combining real-time graphics with text input. 
lts success set the tone for many other Sierra 
adventure games such as the Space Quest, 
Police Quest and Leisure Suit Larry series of 
games as well as the adventure game genre in 
general. The increasingly large installed base 
of PCs provided a ready market for high-quality 
games that required a bit of thought. À trick 
squeezed 16 on-screen colours out of a CGA 
card with suitable monitor. 


models stopped them from becoming 
regarded as an entry-level machine until 
the beginning of the Nineties 

In less than a decade, the PC had 
become one of the most important 
platforms, which was quite a switch 
from the early days when PC owners 
had to make do with ports from the 
other machines. With the PC beginning 
to dominate the high end and consoles 
covering the acton-oriented títles and 
youth market, the Nineties saw a decline 
of traditional home computers 

Games like Wolfenstein 3D (1992) 
and The Secret Of Monkey Island (1990) 
were PC titles that were then ported to 
other platforms following the PC release 
Real-time strategy game Dune ll (1992) 
is à good example of an early Nineties 
PC game that went on to be adapted 


IPC] Hare we hava CGA, EGA and 
VGA versmns of 688 Amack Sub by 
Electrone Arts 
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for other platforms. Another significant 
aspect of games like these is that they 
reliegd on a clear separation between 
the game engine and content. Many 
PC genre hits are like applications such 
as web browsers in that later games 
are merely improved versions of the 
earlier games, For this reason, it might 
be difficult for a new player to fully 
appreciate something like Dune Il or 
Doom, as similar but greatiy improved 
modem games of those types exist 
IBM introduced the VGA graphics 
standard in 1987, and by the time the 
decade came to a close, a 386 PC with 
VGA graphics and a sound card was 
the best platform money could buy for 
gamers who enjoyed a more serious 
style of gameplay. In the same way that 
the hi-fi revolution of the Seventies had 


WING COMMANDER 
» Released: 1990 
» Publisher: Origin Systems 
» Developer: In-House 
» By the same developer: 

System Shock (1994) 
MM This mission-based space shooter raised the 
bar for cinematic atmosphere and storytelling 
within an action game. The game attempted to 
recreate the atmosphere of film space epics 
such as Star Wars, putting the player in the 
thick of the action. The cinematic feel extended 
to the musical score and the animated 
cut-scenes that progressed the story. The 
hardware requirements were crushing at the 
time of release, and this was one of the first 
high-end games that would cause people to 
upgrade their hardware simply to play it. 


created a demand for more technically 
advanced musical recordings, PC 
gamers who had invested money 

in a high-end gaming ng demanded 
games that made the most of their 
hardware. Space combat game Wing 
Commander (1990) is a consummate 
example of a game that offered a 
cinematic experience for people who 
were prepared to shell out for a top-level 
machine. Another improvement of the 
platform was the move away from 
floppy disks to CD-ROM 


The 456, the 
Pentium, and 
the end OFf 
DOS gaming 
In 1989 Intel introduced the 486 
processor, and like the other CPUS, it 
took a few years before complete PCs 
using it were commonplace. Notice 
that Intel had stopped issuing chip 
names that were simply a number at 
this point; by now other manufacturers 
were making very competitive clones 
of the Intel chips, and the company had 
discovered that it was unable to legally 
trademark a number. This is the reason 
that the successor to the 486 was 
called the Pentium. 

It's worth noting that the pace of PC 
hardware development has always been 
constant, in contrast to manufacturers 
of home computers such as Acom and 
Commodore, which would sometimes 
go years without a major new 
development. One thing was certain: if 
the users were willing to continue to buy 





DUNE Il 

» Released: 1992 

» Publisher: Westwood Studios 

» Developer: In-House 

» By the same developer: 

Eye Of The Beholder(1990) 

1H Nearly every real-time strategy game that 
followed it owes something to Dune ll, including 
Westwood's very own Command & Conquer. 
lts the game that ratified the mechanisms 

for things like resource gathering, fog of war, 
technology trees and the control of units. It's 
also responsible for pulling in people who 
weren'ttraditonally fans of strategy games. 
Victory after hours of bitterly fought warfare 
and looking out of the window to notice that 
itwas getting light outside became frequent 
companions thanks to this groundbreaker. 


faster and more powerful computers, 
developers were wiling to produce 
games that would push the machines 
to the limit. The extra processing power 
had impact on two main areas of PC 
gaming: multimedia and real-time 3D 
graphics. Games like Command & 
Conquer (1995) made use of multimedia 
by filming story-advancing cut-scenes 
with real actors. 

However, it was the success of 
games like Doom (1993) that brought 
about the biggest change in gaming 
since the start of the personal computer 
revolution: the move to 3D. The Sega 
Saturn was a significant commercial 
disappointment during this period 
mainhy because the switch to 3D 
caught it out, as it wasn't very good at 
it. Most graphics card manufacturers 
made their own extensions to the 
basic VGA standard, and these were 
collectively referred to as SVGA. Some 
games began to offer high-definition 
play modes, although support was 
sometimes awkward because, as 
with sound cards, there was no single 
standard. SVGA support improved 
the look of games and offered 
substantial benefits to games 
such as Warcraft Il (1995) or 
Fallout (1997). Games like 
this would have been 
less enjoyable to play 
on the consoles of 
the time due to the 
lack of a mouse, clear 
graphics and a hard 
disk drive. 


H there was a downside to the final 
era of DOS gaming, it was that, as 
the capabilities continued to improve, 
the cost of asset creation substantially 
increased. At the start of the PC, 
bedroom coders were still able to 
make and sell games, but by the time 
that most PCs had a Pentium-class 
processor, huge teams of designers, 
actors, directors, musicians and many 
other creative people worked together 
to create games at à cost of millions of 
pounds. This meant that the corporations 
that financed the games could no longer 
afford to take risks, and this led to 
homogenisation. VVhen one game was a 
big success, a set of very similar games 
was sure to follow on the PC 
By the time that PCs powered 
by Pentium-class processors were 
commonplace, nearly all users were 
running a combination of Windows and 
DOS software at the same time. Some 
games such as Fallout and Grand Theft 
Auto came with DOS and Windows 
versions on the same disk, But as we 
said, unlike a lot of explorations of a 
retro platform, this one doesn't have a 
sad ending. DOS and Windows gaming 
continued to live side by side for a 
number of years and gaming on 
the PC continued to improve. 
So, next time you marvel 
at the latest PC blockbuster, 
remember that the first PC 
could only manage four 
colours at once and was far 
from being a winner in the 
games department. 


DOS GAMING: A BLUFFER'S GUIDE 


FALLOUT 

» Released: 1997 

» Publisher: Interplay 

» Developer: Black Isle Studios 
» By the same developer: 


Star Trek: 25th Anniversary(1992) 


HM Isometric RPG Falloutis known for its 
post-apocalyptic setting, dark humour and 
branching plotlines. While journeying through 
the enormous game world, the player is given 
an unusual amount of freedom to make moral 
choices. Do you do the right thing, or take the 
easy way out? Are you a smooth-talking con 
man or is violence a quicker route through 
life? The turn-based combat ados a strategic 
elemento a game thatis as much adventure 


game as RPG. A truly excellent experience that 


needs to be played by everyone. 





CGA was IBM's first attempt at a colour graphics 
standard. As it wasn't designed with gaming in 
mind, it lacked facilities such as sprites or smooth 
scrolling. The most common gaming mode consisted 
01 320x200 pixels and a fixed palerte of either cyan 
and magenta or blue or red, green and yellow plus 
one definable colour. In 1984, Bay George wasn't 
the only person dreaming in red, gold and green. 

For better or worse, these limitations gave CGA 
graphics a look that was instantly recognisable. 


CGA was garish, EGA was decent, but with the 
introduction of VGA, IBM PC compatibles started 
to pull ahead of most other platforms of the time. 
Like CGA and EGA, the setup was simple as there 
were no fancy sprites or other hardware trickery of 
competing platforms such as those by Commodore 
or Atari. For gamers, the appeal of VGA lay in its 
excellenthy specified 256-colour mode that had 
access to a palette of 262,144 colours. VGA was 
backwards compatible with CGA and EGA. 
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oc: SUper Mario UJorld . 














SPRITES ARE ONE OF THE GREATEST INVENTIONS OF THE 21ST CENTURY AND IN ANEWSERIES, RETRO GAMER LOOKS | 
ATTHE MANY CHARACTERS AND ENEMES THAT MAKE CLASSIC GAMES SO MEMORABLE 
-—- e E e | 


o — 


ith its abstract | JUST THE FACTS ' 
imagery, j | q e. 
beautifully 
m m designed levels 
and stunning gameplay, 
Super Mario World remains 
among the upper echelons 
of 16-bit platforming. Hell, 
for many it's the epitome of 
16-bit platforming and has 
never been bettered by any 
other 2D platformer since. 
An initial launch title for 
Nintendo's SNES, Super Mano 
| Word, along with fellow launch 
games F-Zero and Pilotwings 
immediately set a new standard | 
for 16-bit gaming and proved 
that Nintendo was more than 
capable of muscling in on a 
market that was primarily being 
dominated by the Amiga, Mega 
Drive and Atari ST. 

While the SNES's powerful 
technology was able to inject 
Mario and Luigi with far more 
personality than they had ever 
| boasted on the NES, Shigeru 
| Miyamoto ensured that just as 
much care and attention was 
given to the many adversanes 
that the two Mario brothers 
faced. As a result, Super Mario 
Won is filled with all manner 
of cute and cheerful foes, from 
the generic Koopa turtles of old 
to the new flying Paragoombas 
| and Dino Torch 

To get a true taste of Super 
Mario World's exquisite spnte 
| design, you need only look 
across to the following page. 


Has sold over 20 million units 
in total 


Is known as Super Mano Bros 
4in Japan 


Has been re-released on the 
Game Boy Advance, Virtual 
Console and as part of Super 
Mario AN-Stars on the SNES. 
ltwas originally a pack-in 
game with American and 
European Super Nintendos. 


Yosni makes his first 
appearance in Super Mano 
Woral 


Alithe mus in Super Mario 
World was composed on an 
electronic keyboard, 


À utility called Lunar Mage 
allows you to alter certain 
aspects of the Super Mario 
Wioria ROM. 

Super Mano World's direct 
sequel was Super Mario's 
Wécky Wionais and was 
supposed to appesr on the 
CD 
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Mario 
First Anpearance: 
Donkey Kong 


Roy Koopa 
First Appearance 
Super Mano Bras 3 


" 
ad 
Lakitu 
First Appusranca 
Super Mano Bros 


Nini 
First Appesrance 
Super Mano Bros 2 


Er 


Dolphin 


First Appearance: 


Reznor 
First Appearance: 
Super Mano Void 


Luigi 
First Appearance 
Mario Bros or 
Wiackng Crow 


Green Koopa Troopa 
Frst Appesrance 
Super Mana Bros 


Goomba 
Frst Appuaranca 
Super Mano Bros 


Magi-Koapa 
Fest Appesrance 
Super Mena Word 


Frst Appesrance 
Super Mano World 


First Appesrance 
Super Mario Bros 3 





Princess Peach 
Frst Anpearance 
Super Mano Bros 


Red Koopa Troopa 
Fest Appesrance 
Super Mana Bros 


Fest À, 
Super 


parance 
no Bros 3 


Fest Appearance 
Super Merio Wiarkd 


iny 
First appearance 
Super Mana Bros 


Bony Bectle 
Fest Appesrance 
Super Merio Word 


Boveser 
Frst Appearance 
Supsr Mano Bros 


Blue Koapa Troopa 
Fest Apoearanco 
Super Mario Word 


Bob-Omb 
Frst Aponarance 
Super Mano Bros 2 


Fishing Boo 
Fest Appearance 
Super Mario Word 


e Top 
Frst Appearance 
Super Mario Word 


Fishbone 
First Appesrance 
Super Mario Ward 


ERNEs 
naa nas amina 
Em Ea 


First Appearance: 
Super Mano Bros 3 


Yellow Koopa Troopa 
First Appearance 
Super Mario Word 


g 


Dino Torch 
First Appearance 


Super Mario Weortd 


Eories 
First Appearance 
Super Mario Word 


Yoshi 
First Appearance 
Super Mario Word 


Hothead 
Fest Apoesrance 
Super Mario Word 


Lemmy Koopa 


First Appearance: 
Super Mano Bros 3 


Fiying Koopa Troopa 
irst Appearance 
Super Mano Bros 


«Jumping Piranha 
Plants 

First Appearance 

Super Marto Word 


Chesp-Cheep 
First Appearance 
Super Mano Bros 


Mega Male 
First Appearance 
Super Mario Word 


Lil Sparky 
First Appearance 
Super Mario Workd 


PIHEL PERFECT: SUPER MARIO WORLD 


É 


Feel rh O 
Super Mano Bros 3 


Super Koopa Troopa 
First Apocarance 
Super Mario Word 


Ed 


Muncher 
First Appearance: 
Super Mano Bros 3 


Ludwig Von Koapa 
First Appearance: 
Super Mano Bros 3 


ing Hammer Bros 
irst Appearance 
Super Mano Word 


First Pon pearance 
Super Mario Bros 2 


cg 


Blurp 
First Apocarance 
Super Mano Bros 


First Appearance 
Super Mario Word 


Mocha-Koopa 
First Appearance 
Super Mano Word 


Wingler 
First Appearance 
Super Mano Word 


eh 


Blargg 
First Appearance 
Super Mano Word 


Charging Chuck 
First Appearanco: 
Super Mano Word 








si 


Larry Koapa 
First Appearance: 
Super Mano Bms 3 


Sumo Brothers 
First Appearanco: 
Super Mano Word 


Rex 
First Appearance: 
Super Mano Word 


Porcu-Pulfor 
First Appearance 


First Appearance 
Super Mano Bros 3 


Bullot Bill 
First Appearance 
Super Mena Bros 
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Wiendy O Koopa 
First Appearance: 
Super Mario Bms 3 


Ed) 


Dino Rhino 
First Appesranco 
Super Mano Wioid 


ES 


Boo 
First Appearance 
Super Mario Bros 3 


Ea 


Urchin 
First Appearance 
Supar Mano Wovid 


First Appearance 
Super Mano Word 


First Appearanco 
Super Mano Word 
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Stuart Hunt takes 
one of Nintendo's 
oldest racing series 
for a spin, and on 

his travels got to ride 
pillion with two of 

the programmers 
who helped create 

its highly regarded 
instalment for the N64 
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hile Hang-On served 
up the usual shot- 
burst arcade thrills 
we'd later come to 
expect from Sega, 
Nintendo's earlier take on motorbike 
racing, despite lacking any kind of 
interesting hero and narrative, was 
also typical of its developer's brand 
of fun, accessible yet innovative 
videogames. But the similaríties 
between these two racing titles 
don't end there: were you aware that 
Excitebike's history also has a link to 
the arcades? You were? Damn! 
Designed by Shigeru Miyamoto and 
his R&D1 internal development team, 
and debuting as a launch title for the 


Famicom in 1984, Excitebike was a 
humble-looking side-scrolling racing 
game in which players could experience 
the exhilarating world of motocross 
Controlling a little nondescript motocross 
motorcyolist in white and red leathers, 
players competed in the completely 
fantastical Excitebike Championship. 
Split into three different game modes, 
dubbed Selection A, Selection B, and 
Design in the game, Excitebike's first 
mode saw players competing in a solo 
race against the clock, and progression 
resting on reaching the finishing line 
within a time that would see your 

little nder place third or higher on the 
winner's podium. Each course ran for 
two laps — so essentially looped once 
- and all were primed with hills and 
jumps to fly off and obstructions, such 
as hurdles and gravel pocks, to avoid. 


dolo ida 





Fil. 


» [FDS] The Vs Excitebike games also featured a great 
little bonus stunt round 


Despite its functional visuals and simple 
gameplay, for its day Excitebike actually 
featured some great presentational 
touches, from the cameramen on the 
sidelines capturing the jumpy action to 
the current session's high score being 
displayed in-game against the stadium 
barriers. This subtle layer of depth was 
also true for the game's distinctive 
control system 

With all the tracks in the game 
featuring four lanes, the player could alter 
their pitch using the y-axis on the D-pad, 
while the À and B buttons worked as 
independent accelerators, with the B 
button offering faster acceleration but 
at the cost of seeing your bike's engine 
overheat from exhaustion and losing 
time as you waited patiently for it to 
cool down again. À sort of precursor 
to boost panels, the game's tracks also 
featured arrows that, when ridden over, 
would automatically cool the engine 
down, allowing skilled players to chain 
long periods of heightened acoeleration 
together. This mechanic helped to 
bake a subtle sense of strategy into 
Excitebike's races, and also made it an 
excellent time-attack game as players 
tried to beat their best times by eking 
as much bonus speed from their engine 
as they could without it cutting out 
from exhaustion. And there were even 
more layers to be found in Excitebike's 
gameplay too, as the position of the 


ET. esllvs 


qi EI: il, 


Pla Fed Se Cad Cla “da Sd bai: 


miArcade) Us Excitelnke featured shghtly better graphics 
and new, gohsmackmng animations hke this... 


bike, the angle and speed at which 
you took off from ramps, and ensuring 
that you always landed on both wheels 
could also help shave seconds off your 
finishing time 

Excitebike's second mode simply 
upped the challenge by throwing an 
endless convoy of computer-controlled 
bikers into the mix. Ramming into the 
back of a nval biker would send you 
spinning off the track, while barting 
rival racers to fly into the back of you 
would do the same to them — but 
oddly offer very Iíttle benefit to the 
outcome of the race. In both modes 
players were given the choice to race 
on any of the five tracks in the game 
- effectively allowing them to start at 
any point = but only after first proving 
their mettie by coming third place or 
better in a preliminary race on their 
chosen track. 

The final and probably most 
significant mode that Nintendo added 
to Excitebike was undoubtedly its track 
editor. Considered to be the earliest 
example of one ever seen in a home 
videogame, this mode allowed players 
to design and race their own tracks 
and play them solo or with computer 
competitors, in principle giving the game 
etemal longevity. In Japan, because of 
this Excitebike was made compatible 
with the Famicom Data Recorder 
peripheral, which allowed players to save 


ETT” ATE 


their tracks on a cassette tape and replay 
them whenever they wished. However, 
as the device never found international 
release, gamers outside Japan were left 
with no way to save their custom tracks, 
losing them as soon as they tumed off 
their machines, despite the game giving 
you the option to save, which is surely 
rubbing salt into the wound. 

Shortly after Excitebike's release in 
Japan, Nintendo released an arcade 
version of the game. Titled Vs Excitebike, 
its name came from the fact that ft 
was released on Nintendo's Vs System 
arcade platform. Prior to the launch 
of the Famicom in North America, 
Nintendo was thinking up ways to 
help generate interest for a new 
console in the US. Despite the console 
performing well in Japan, Nintendo 
felt that many Westem gamers were 
still harbounng anxiety toward games 
consoles following the console crash 
of 1983, and so turned its gaze to the 
profitable arcade market as a way to 
gentiy coax them back. Nintendo's plan 


IN THE ENOUU 


= PUBLISHER: NNNTENDO* 


» DEVELOPER: NINTENDO R$D1 
LEFTRIELD PRODUCTIONS, 
 MONSTERGAMES 


» PLATFORM: NES, ARCADE, SNES, N66, 
GBA, Wil 





» RELEASED; 1984-2010 





» GENRE: RACING 





w [NES] The original game allows onhy racing solo or 
against compiter-controllied opponents. 
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Released: 2006 
- EXCITEBIKE: 
WORLD RALLY 


SERIES 
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CLASSIC NES 
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» [N64] it might look brawm and muggy, but don't Jet that put you off — Excitebiko 64 is 
one af the best games in the Excitebrke series. Just ask IGN 


who joined the company from the 
UK a few months into development 
“k was something we were all really 
enthusiastic about and obviously it was 
a franchise with a big fan base and lots 
of potential. A Kobe Bryant sequel had 
guaranteed sales but the fun project, 
from my point of view, was Excitebike.” 
Having already set out to make the 
best motocross racing game it could, 
and with one successful N64 sports title 
already under its belt, the team knew it 
could deliver a game that would live up 
to the series' bloodline and once again 
meet Nintendo's high expectations. 
“Nintendo is a relatively hands-off 
company. They place a lot of trust in 
external developers to do the right 
thing,” says Stragnell when asked 
whether Nintendo's involvement in the 
game changed once the Excitebike 
name was attached. “Ve'd established 
a pretty good working relationship with 
them on NBA Courtside, and so | think 
we were both happy to maintain the 
status quo. We continued to work with 
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» (Wi] The vehicles may have doublad their wheels, but the axcitement and essence of 


the series remain in Excite Truck. 


our previous producers at Nintendo, and 
they offered us a lot of feedback and 
suggestions — but | think most of the 
look and style came from Left Field,” 
Though Ben had got fairhy 
comfortable with the inner workings 
of the N64 through his time working 
on NBA Courtside, there were still a 
number of programming hurdles that the 
team had to jump. And most of these 
concemed the game's frame rate 
“Fitting a game into the available 
RAM and maintaining a good frame rate 
are always challenges — no matter what 
platform you're developing on, or what 
game you're writing,” says Stragnell 
“| had to completely rewrite our 3D 
engine and tools because the rendering 
requirements were so different from 
our previous game. In order to make the 
game nice and fast, | also had to impose 
quite a few restrictions on the level 
design. This made the designers" work 
difficult, but they rose to the challenge.” 
Despite taking a giant leap from 
B-bit 2D side-scrolling racer to 64-bit 
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3D polygon-pushing, Excitebike 64 still 
managed to capture the spirit of the 
original game. Às well as mirroring the 
original's great visuals, track design, 
controls and OTT physics, there were 
also a clutch of excellent game modes 
for players to get stuck in to. The main 
game was splft into three parts: Time 
Trial, Exhibition, and a Season mode that 
saw nders working their way through 
20 tracks, gradually unlocking them as 
they go. There was also the welcome 
retum of a level editor, and Stragnell 
even found time to program a bespoke 
NES emulator for the game so that à 
copy of the onginal NES game could be 
bundied in as an unlockable. 


PRAÇA E er 
RA. AA 


2.224 2. 24. 2. 142. 


E an 
“28 | . 
- x 


NB 
= a 


.— e. ou 


And the good aspects of the game 
just continued, with Excitebike 64 
becoming the first game in the series to 
have a heavier emphasis on stunts, as 
well as an excellent multiplayer mode 
that allowed up to four players to battle 
ft out in the game's Exhibition mode or 
on a series of party game-style Special 
Tracks. Comprising the games Uphill 
Climb, Desert, Soccer and Stunt Course, 
the Special Tracks proved a popular 
addition, serving as a nice diversion from 
the standard racing. 

Excitebike 64 also made use of the 
N64's Expansion Pak, a small add-on 
that slotted into the top of the N64 
to give it a further 4MB of memory 
Stragnell explains how the team made 
use of the extra memory: “The N64 
was a nice machine, although it did 
have a number of fairty brutal limitations, 
the texture cache being the most 
problematic. I'd leamed a fair amount 
from working on the NBA Courtside 
engine, and so by the end of EB64 we 
were pushing the hardware a lot more 
effectively. We did support the 4MB 
Expansion Pak, although it was entirely 
optional. The extra memory allowed us 
to support hi-res mode. Unfortunately, it 
didn't make the rendering hardware any 
faster, so there was a frame rate penalty. 
| personally preferred to play the game in 
standard res for this reason.” 

Excitebike was highly praised by 
most reviewers on its release, with 
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BEST SURPRISE WHY IS IT A CLASSIC? 


BEST MOMENT (PART TWO) 


The House 


To be fair, it's not like there was a dearth of platform games around 
1985, but Monty On The Run nonetheless stood out. Reasonably 

hot on the heels of the well-liked Wanted: Monty Mole, Monty On 
The Run improved the formula, retaining strange foes and a tough 
flick-screen platform 'maze”, but tightened up the controls and added 
a bunch of neat extras (and on the C64, you also got Rob Hubbard's 
fantastic soundtrack, which made itthrough relatively intact to the 
CPC release). Also, unlike the Jet Set Willy games, the quest seems 
possible rather than ovenwhelming 


SCORE: 00100 HISCORE: D4550 


Pie fre Square 


Fans of Kirk, Spock and company will no doubt have been happy 
the first time they explored the house in Monty On The Run. Lurking 
in one ofthe rooms is a strange pulsating light beam, randomly 
changing colour. One colour is 'safe', while the others 'beam' Monty 
clear across the map - and without the safety of a generic-looking 
mole wearing a red jersey of death. Teleporters also show up in the 
sewerage works and boat, the former being a particularky nasty one 
thattransports you deep into the enemy-infested escape tunnelif you 
get caughtin it 
SCORE 


04750 


Drive Sir 


If a jet-packing mole isn't enough for you (what do you want? Blood?), 
Monty follows up his flying experience with a trip in Sir Clive's C5. 
Only this isn't your average battery-powered electric vehicle — this 
one can leap into the air, to avoid conspicuously missing chunks of 
road. Note that if you're playing the C64 or CPC version of the game 
atthis point, good luck to you, because the section's about a billion 
times harder than itis on the Speccy — and when you die you go right 
back to the start. This annoyed us so much we made a real C5 out of 
card and stamped on it. 


[rm 
Te 
[o] 
- 
[em 
& 
> 
E 
= 
E 


THE RUHN 


noniy HI-SEORES 


DE oos00 simon 


0a 00300 NR 4 & 
09 00C00 ZnK6ARA 


nontr FRECODN KIT 


Atthe start of the game, you getthe chance to select Monty's 

“freedom kit from 21 varied items. This might seem a bit of a lark, 

and you might like the idea of a mole wandering around armed with 

a floppy disk and laser gun. Butthere's a catch: selectthe wrong 

items and your game abruptly comes to a dead-end at a specific 

point, one of which is on the final screen — forget your passport and 

a monster blocks the final exit! So, here's a Retro Gamer top tip: pick 

the jet-pack (2), rope (4), passport (12), gas mask (13) and rum (16), or 

you'll be sorry. 
SCORE 04050 


HI-SCOURE 00500 


Uitimatoe Expersence 


Assuming you're not the kind of mole who leaves your jail cell without 
a trusty jetpack (and, let's face it, you have to be some kind of idiot 

to not realise you'!| need a jetpack at some point during the average 
day), Monty On The Run takes a rather surreal turn shortly after the 
sewerage works. In an area dubbed The ULTIMATE experience” 

(the all-caps “ultimate” driving home just how happy developer Peter 
Harrap was with this section), Monty flies about the place using his 
jetpack, for a short time matching the airborne manoeuvrability of 

his foes. 


HE HOUSE 


Although designed for the Speccy, Monty On The Run found its way 
to other platforms. The CB4 wins out, its version featuring stomping 
Rob Hubbard tunes and extra background graphics. The CPC omits 
the Speccy's monochrome graphics, instead preferring eye-searing 
multi-colour hell, although the game plays okay. The Plus/4 (pictured) 
gets a brave but cut-down game. And then there's the addball Monty 
No Doki Doki Daisassou for the Family Computer Disk System, which 
uses Hubbard's soundtrack, but otherwise replaces almost element 
of the game — including the main character being a mole. 


What the 
press said... 
ages ago 


c&va 10/10 

Monty On The Runis a 

worthy successor to the 
“ Monty Is 

If you're a climbing game 
then this is the 

game you s Ç 

what Jet £ / e 

have been. Don't let your 

best friend borrow it — you 

will never get t back! 


Zzap!64 90% 
St thing that really 


1 some 


What we think 


Tough? Yes. Really tough? 
Most definitely. Impossibly 
tough? Not quite. Although 
P Harrap' 


ansure it's 
platformers 
and worth 
ring with 


IN THE HNOU) 


PLATFORM: 7X SPECTRUM, CONVERTED 
TOCó4 CPC, PLUS/4, FAMILY COMPUTER 
DISK SYSTEM 

PUBLISHER: GREMLIN GRAPHICS 
DEVELOPER: IN-HOUSE JALECO FOR 
FCO VERSION) 

RELEASED: 1955-1967 

GENRE: PLATFORM 

EXPECT TO PAY:£1+ 
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD 


DMA Design 


It created some of the most innovative 
games of the Nineties, ranging from 
Lemmings to Grand Theft Auto. Darran 
Jones speaks to the geniuses behind DMA 
Design to find out more 


hould you care to, it's possible to 

trace the history of Lemmings and 

Grand Theft Auto all the way back 
to 1983, when a small group of friends 
would regularly meet up at the Kingsway 
Amateur Computer Club at Dundee's 
Kingsway Technical College. 

“Lused to live around the comer from Dave 
Jones when | was at school and when we 
went to the Kingsway Amateur Computer 
Club he would give me a ft because he 
was older," recalls Russell Kay, one of DMA 
Design's original co-founders. “Ve both 
had this passion for writing code and games, 
which fitted well with what we wanted to 
do. Dave had been approached to write a 
Spectrum game but did not want to do it 
himself, so roped me in to help him. He 
then bought an Amiga and decided that the 
Spectrum was not for him, so | ended up 
doing the rest of the game, everything else 
just followed from there.” 


120 RETRO GAMER COLLECTION LOL.5 


By the time that 14-year-old Mike Daily 
arrived at the computer club in 1984, Dave, 
Steve Hammond and Russell had already 
been there for a good year, where they would 
play the latest games and discuss their love 
of programming. They would regularhy haunt 
the local arcade, which in tum inspired the 
creation of their first game, Menace for the 
Amiga 500 

“We were all shoot-'em-up fans,” laughs 
Mike, when we asked him what games 
they used to enjoy playing during those earhy 
beginnings. “VVe used to play games like 
Alen Syndrome with two or three of us all 
playing at once. | actualhy suspect we spent 
longer playing games at the arcade than on 
our own machines.” 

lt was during these meet-ups at the KACC 
that Dave, the eldest in the group, revealed 
that he had left Timex and had used his 
redundancy money to treat himself to an 
Amiga 1000, a godike machine to everyone 


O INSTANT EXPERT 


DMA Design was formed in 1989 
e Jones, Mike Daily, Russell 
É Hammond ano Brian 


DMA stands for Direct Memory 
Access, although Dave Jones 
would often joke that is stood for 
Doesn't Mean Arvihing 


The first game DMA releasad, 
Menace, was originaly knov 
pperCorn-? while Dave was 
coding it 
Lemmings became a huge hit for 
DMA and was eventually ported 
to over 20 different machines, 
axluding the Mega Drive, Atari 
Lynx and ZX Spectrum 


Body Harvest was an exclusive 
game for the NG4 that vas meant 
to be a launch title. Mumei 
delays saw It getting released 
three years later than planned 
DMA was sold to Gremlin 
Interactive in 1997. By then the 

y founders left ax the company 

3 Jones, Mke Daily and 


Dave Jones was the only 

member of the original DMA 
vho was involved with Grand 

Theft Auto dl 

Cancelled games that DMA was 

ewolved vith included a Saturn 

version of GTA, Clan Vá vd the 

Golden Axe-mspired Gore 

Less than half of the criginal 

DMA team are now hard at vvork 

at Realtrne Words. They gre 

currentiy working on A.P B. 


: D BODY HARVEST 


else who was still playing and programming 
on their ZX Spectrums and Commodore 
64s. While the friends would all get together 
to show off the latest programs they had 
been working on, it was always Dave and his 
Amiga that drew the most attention 

Time passed, college was attended 
and everyone began working on their own 
projects, some of which — Russell's Zone 
Trooper and Mike's Freek Out — would 
eventually get published. Dave's Amiga 
project CopperCon-1, which had been 
inspired by his love of Konami's shoot“em-up 
Salamander was coming along nicely during 
this time, and he began looking for a potential 
publisher. Although Hewson and Andrew 
Braybrook initialy showed a great deal of 
interest in the project, they wanted it to 
become the official Amiga version of their hit 
8-bit shooter Zynaps, but Dave wasn't happy 
and looked elsewhere 


The Psygnosis Era 

That elsewhere turned out to be a 
Liverpudlian publisher named Psygnosis, and 
a deal was quickly struck. With an agreement 
in place and a game to be finished, it was 
time to think of a name for the budding 

team of developers/friends that was quickhy 
amassing. As Dave's original choice of Acme 
was already taken, and he didn't like proposals 
like Alias Smith And Jones and Visual Voyage, 
everyone eventually settled on DMA Design, 





U] LEMMINGS 


OUT & 
dirá! til RC 


ea 


va 


IN 004 


or Direct Memory Acc ng press of 
Mean Arythin 
yurnalist 

med to 


who was a 


and Lemmings. “It just made sense wi 
prog hat Dave 


e, he had 


was ma 


of financ 
this would ev Y happen 
of risk involved in 


retty much 


The leve 
starting 
compan that tirr 


Jifferent to 


s DMAS 


fond 


development? . 


founding 
memor 
difficult, and the 


cole and didn't Ness we 


q, and then all of a sud 1 found itself torn between porting 


my dream job!” he remembers. “My mother Psvclapse's Ballistix to variou 

ght | was crazy and w g my time and working on the 1d original game, 

since ft room dus t 

but lj 

and was even gettin d.” ng team of devel Gary 
While it lacke 


weapon design 


for such a 


that so mary Japanese shoot- those earty days. 


e time posse Menace 


ve Dave start upa o 


66 There was this fantastio ke try e Cesgeee 
out and see” attitude to prq: | 


3 for any newiy 


S home systems 
N 
Money 


Timmons, 


s finishing 


think it would be hard to 
omparny in 
the games indus 

work no 


Blood Money 
certain game called 


nings that DMA 


J total of 
nits during its 
span for the Amiga 


3 Blood Money 


hand, managed 


v its first day o 


ming ph 
VVik ly 
to practically eve! 
IME, LeEmmuings pro 
knack for delivering 
| sequels and ad 


RETRO GAMER COLL 


FROM THE ARCHIVES: DMA DESIGN 


UDBYy THE 
NUMBERS 


1 The number of disks Menace 
came on. 


3 The number of years Body 
Harvest was in development for. 


4 The number of players who could 
participate in Hired Guns. 


6 The number of Lemmings games 
made by DMA. 


20 Million units of Lemmings 
games were sold in total. 


85 The overall percentage Walker 
scored in Amiga Power. 


94 The overall percentage Blood 
Money received in Zzap!64. 


1991 The year the original 
Lemmings was released. 


2000 The year Dave left DMA. 
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nadowwas Russell Kay's first published game, 
ly renamad Zons Trooper. 


Lâmigal DMA's first game was originaliy gong to be called [N64] ltmay have arrived three years d 
Draconia but had to have its name changed at the last minuta Body Harvest remams an excaliant gama 


pb foliowed, the Dundee-based studio Conga 4 4 Th oment É the test on for about a year (at a time when games 
to deliver fascinatr t, all e m Saw usualhy took about six to nine months to write), 
of it eventualhy made it to store shelves demo | kn that IR and so it too was 'temporanly shelved': 
qesd d ped ew was going bares po 
was stil O on Lemmings and Dave had to be bb, . decided that he wanted to try something a 
decided that it wasn't currentiy possible to BRIAN SON ONLE JS ttle different, and while he worked on and 


achieve what he wanted to do on what would . off on Gore, he looked at ways of creating an 

later become Wilker, DMA Design was also e started a version cf it after finishing Ballist f n Replay cartridge for the Amiga. While 

working on Gore and Cutiepoo. The first o on the C64, but 1MB Amigas just weren't the devices were already available on the C64, 

game was a blood-soaked re-imagination of common back then and memory was simply n oth ing had been released on Commodore's 

Golden Axe — one of Dave's favourite games : - - ! too tight so it was “temporary she ; 6-bit machine, so Dave set to work on the 

at the time — the latter, a cute platformer H1 Cutigpoa, on the other hand, came about Monster Cartridge”, as he liked to call it. Sadhy, 

whose characters had been designed by 1 due to several Disney-styled animations of he was beaten to the punch by another 

Gary. Unfortunately, the two titles faced à €] a character that Gary Timmons had created developer and it never came to be 

various problems Dave thought it was too good not to use, “The Monster Cartridge made me laugh,” 
“The idea was basically to make Golden | but there were several complications for recalls Gary. “Poor Dave had these massive 

Axe on steroids,” explains Mike when we ep t, the first of which was tha deas and plans and put all this work into it but 

, wasn't used to games and had done the it never became the wonder product he had 
dies on a three animations in a very unfrendly 24 frames onginally planned.” 

layer parallax playfield hacking away with . E persecond, anda 24 p « cycle. This Unsurprisingly, due to the massive success 

loads of blood everywhere. Dave worked every firstofficas They caused huge issues in the code, but the of Lemming sgnosis pushed DMA into 

on this after playing with an initial version of e quer exi fr real problem was that Tony (the freelance creating se | sequels and add-ons, ranging 

Walker (based on the walkers from Blood pop pena coder that had been hired to write it) just from Oh No! More Lemmings towards 

Money). It was progressing slowly and | even Deep Sea. Neg ” didn't make enough progress. This went the end of 1991 (the same year Lermmings 

lunchtimas were sartad 


LI UHERE ARE THEY NOU? 


Like many British cevelopers, the original team of electronic interconnects. Brian Watson has moved 
founders didn't stay at the company forever. Mike overseas to the United States and works on the 
Daily left DMA in 1999, two months short of a PlayStation 3 for Sony R&D, while Gary Timmons 
decade of service, while Russell Kay left in 1993. currentiy resides at games developer Denki 
Bran Watson departed the company around 1995, Mike Dailhy, Russell Kay (who onginalhy left DMA 
then Steve Hammond was next, leaving in 1997. to found Visual Sciences) and Dave Jones, on the 
Gary Timmons and Dave Jones both stayed until other hand, were onginally at Realtime Worlds, but 
2000, when Dave set up a new company that recenthy left when the company went bankrupt 
eventually became Realtime Worlds. in 2010. The company's first game, Crackdown, 
Apart fom Steve Hammond, everyone from was released in 2007 and turned out to be a 
those early days of DMA remain in the game refreshingly clever spin on the sandbox genre that 
industry. Steve is now working at a company GTA had popularised. The studio's last title, A.PB. 
called Gore-Tex who specialise in producing was an ambítious, but flawed online PC game 
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Lemmings 

Vuhile lemmings don't really 
hurl themselves off ciffs, they 
nevertheless made for a great 
game concept that sil holds 
up today. Having to save the 
little critrers from all sorts of 
doom made for a thoroughiy 
entertaining gaming experience. 
Add in some devious puzzles 
and cute animation and its little 
surprise that the series became 
so sucoessful, 


Grand Theft Auto 


Astonishing in Doth design and 
concept. it's a Testament to 
Dave Jones and the rest of the 
DMA team that Grand Theft 
Auto still looks so good today. 
The sick overhead action, the 
fesing of freedom and the 
warãon violenos all helped tum 
GTA imo a worldwide gaming 
phenomenon, It's a hurmbing 
experienos to retum to where 
af began 


Unirally 

Vuhat do you get when you cross 
a uvcycie with à mukicoloureo 
racetrack? The greatest 
multiplayer racing game the 
SNES had seen sinos Super 
Ianio Kart It may not look like 
much, but Uniali/s ridiculousty 
hectic pace and competitive 

play more than makes up for its 
simplistc-locking sesthetcs. Find 
seven friends, grab some beers 
and play tl the sun comes up 


FROM THE ARCHIVES: DMA DESIGN 


Body Harvest 

ki may have suffered lengihy 
delays and a bad case of fogitis, 
but Body Harvest was vvell worth 
the wait. Huge in size - spanning 
five time periods — and festurmg 
more than 60 different vehicles, 
%t's an absolutely marmemoth 
game that wide rather ugly 

by today's standards, still has 
wemendous gameplay and 
asmosphera. À define classic 
that needs to be played. 


Space Siation 


Hf vou need further proot of the 
ideas coming out of DMA then 
check out Space Starion Silicon 
Valley lts a great adventure 
game that sees you solving 
puzzes by jurmiping e» and out 
cf robotic animals. kt is a clever 
juxtapositon of hilanious visuais 
and devious gameplay and is 
one of the Nintendo 64's most 
onginal games. 


Hired Guns 


Trust DMA to put a spin on what 
vas becoming a conventional 
staple of the Westem RPG 
Wide Hired' Guns wasn't the first 
role-plaving game to alloa you to 
send a group of four adventurers 
on a quest, it wvas the first 

to let four players adventura 
sirmeustanegusiy on one machine 
Yes, it was resource hungry, but 
the resuking experience more 
than made up for it. 


had been released) to All New World Of 
Lemmmings in 1995. While the numerous add- 
ons, including some quaint festve editions 
that saw the lite critters dressed up as Santa 
Claus were Iíttle more than level packs, it was 
Lemmings 2: The Tribes that allowed the Irttle 
buggers to really show off their talents. Now 
split into 12 different groups, the action took 
place aver larger levels and featured multiple 
drop points for the Lemmings, who also had a 
variety of new abilíties, ranging from jumping 
to hana-gliding to even tuming into a Super 
Lemming. The Tribes was critically received 
by revigwers and was ported over to many 
machines, although nowhere near as many as 
the 1991 original 

By 1995, however, it was starting to 
become clear that interest in Lemmings, 
both from DMA and the general public, was 
starting to wane, with AI New World Of 
Lemmings failing to attam the same success 
as its predecessors. Psygnosis still felt there 
was plenty of interest in the franchise, hiring 
other developers to work on new games and 
spin-offs — such as 3D Lemmings, Ler Is 
Paintball and The Adventures Of Lomax 


C] KANNED KIRBY 


Although he started off lite as a 
platform hero, Krby soon proved 
henself to be a rather versatile 
blob, appearing mn a vanety of 
different genres on the SNES 
Sadly, one of the most nteresting 
concepts he was involved in never 
actually saw the light of day, as 
Més explains. 

this game using 

se where you had 


as heavily 

reminiscent of an old specirum 
aliad Bugabos The Flea 

but improved the jumping and 

direction by use of the mouse 

Nintendo took a liking to this 

and even allowed 1se 

the Kirby brand. The game was 

being written by the same E 

on Cutigpoa, having 


the screen. This game 


progress ty for a while and 
mary Ler vw were done, 
but Tor failed to fix some fairty 


fundamental problems m the game 


code and, as a result, it never 
progressed as well as it should 
have. Nintendo tired of it and as 
the mouse wasn't selling very well 
anyway, the game was canned." 
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- often to mixed results. Even now the fumy 
critters are starning in their own game on the 
PlayStation 3 (by Team 17) and while the 
original team no longer have any involvement 
with the franchise, they stll hold a candie for 
the 1991 original 

“K was a simple, straightforward idea 
that was very frustrating to play but had 
instant gratification once you'd finally 
completed a level,” explains Bnan. “It 
also boasted great replay value and hours 
and hours of gameplay. And if you got pissed 
off with it, you got to blow the little f**kers up 
Very satisfying. The moment | first set eyes 
on the initial test demo | knew that it was 
going to be good.” 

Russell has similar memories of the green 
haired critters. “| remember taking a holiday 
in Amerka just after Lemmings had been 
released and it was great walking into all the 
shops over there and seeing our game on 
the shelves, this líttle thing that we had made 
was everywhere... in short it felt fantastic.” 

Although the first half of the Nineties saw 
DMA releasing a fair amount of Lemmings 
games, it still found time to create original 

ideas, with Vialker - which had been 
around in one form or another since 
1989 — appearing in 1993, despite being 
the original inspiration for Lemmings, 
along with the excellent Hired Guns and 
Uniraly (or Uniracers as it was known 
Stateside), which appeared a year later 
While all three titles were superb 
games in their own right 
— Walker being an excellent 
blaster that saw you 
controlling a huge mech 
and taking on hordes of tiny 
soldiers and Hired Guns being 
an excellent spin on Dungeon 
Master that allowed up to four 
players to participate at the 


[ZX Spectrum) Bugaboo The Aga vias DIA; s 
nspration for its carmed Krty geme 


same time — it was Unirally that would give 
the Scottish developer its next big break 


The Nintendo Factor 
Published by Nintendo (DMA's first new 
publisher since Psygnosis), the success 
of Unirally led the Japanese company to 
ask DMA to work on its upcoming console, 
the Ultra 64 (or N64 as it was eventually 
known). The deal was that DMA would 
create an exclusive title for the machine, 
which tumed out to be the wonderful (if often 
underrated) Body Harvest. Sadly, despite 
being amazingly inventive (it was effectively 
a more vehicle-based take on DMA's Grand 
Theft Auto), numerous issues with Nintendo 
meant that the game faced various delays, 
eventually arriving three years after its original 
due date (it was supposed to be a launch 
game for Nintendo's machine). A final blow 
saw Nintendo dropping the game altogether, 
leaving Midway to pick up the pieces. 
“Lwasn't involved directly with Body Harvest 
but the constant game changes could be 
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All New World Of Lemmings 


Although the third official update of Lermynings 
isn't a shockingiy bad game, it's definitely procf 
that ideas for the series were beginning to run 
rather thin. Level design felt lacking compared 
to past efforts, wie the watered-down tribes 
were a real disapporimen compared to the 
clever groups that were available in Lermuntngs 
2 What a shame 


Tanktics 


Although there's some wonderful ideas 
crammed into Tanítics, nt just doesn't 

really work. Part-strategy. part-puzde, part- 
micromanagement; it's à strange mishrmash of 
genres that you want to love, mainhy because 
it's just so damed charming. Sachy, ali the 
charm in the word can't save this misfire from 
1989, which is a pity, as we love the concept 


Wild Metal Country 

lt's difficult to believe that this game vas made 
by DMA Design as it just feels so... well 
ordinary. There are certainly some nice ideas 
on offer, but they're so well udden under the 
average gameplay that it requires the patenoe 
of an absolute saint to discover them. Oh, and 
if you must play it, stay vesê away from the 
Dreamcast version. 


omatic rep 
raining for the folk on it, as there 
ght. Nintendo just 
seem to r rmind up at 
what it wanted to do, or so it seemed from 
Mike wasn't the only one who was 
frustrated by Body Har 
“From the outside, there seemed to be a big EEE 
hux > CE a l t Dv N mtenc 
ues Brian 
title to start with, then ts 


slipped ac 


ga 


y more. We 
got Turok out before Box 
Harvest finally hit the shelves and we starte 
that a year after | | eft DMA.” 


te the slom 


kit to work on, with Brian in particular having 
plenty of praise for it. “If you include all of 
the hardware [we used at DMA] during 
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66 We all know each other 
pretty well and understand 
each other's strengthsJ) 


the trenches...' A LLKAY ON REUNITING 


AE TIME W 


that period, my favourite st 
the N64. It's an elegant piece of hardware, 
decently fast and very well put together. The 


PSone was a clusterf**k in comparison.” 


THE GTA EFFECT 


À was still toding away on Booy 
Harves ates 3, Grand Theft Auto, 
arrived in ly began to 
earn praise from jouma and notone 
gamers - a trait that's continued to hold 
true for the serie y up to last year's 
and Theft Auto IV Ong 
d on the PC and later ported to 
n, it prover e à huge 


thanks to the adult nature of the 


1997 1999 


we Dai Mail 
d with GTA's content, de 
med an 18 
gest pull o 
as the sheer amount of freex 
omething it shared with 
Body Harvest which was finaly released a 
vear later in 1998, While 


structure In p 3 that fi 


5, the real beauty of the game (a 
hing still prevalent with later releases) 
freedom to | 
ed 
2 the original Lermmings had there 
been so much commercial and critical interest 
na DMA game (we don't know anyone who 
didn't or copy of the PlayStation version) 


and DMA wen ele 


additions to tr 


carrvying out m 


2000 2002 2007 





IPS2] Only Dave Janes had amy input in Grand 
Theft Auto fly but he left before t was finished. 


MORE STUNTS 


out side missions — such as working as a taxi 
driver — and being able to ride trains (on the 
PC and Dreamcast versions onhy) 

As well as marking the arrival of the GTA 
franchise, 1997 also saw DMA being sold 
to Gremilin Interactive (previously known as 
Gremlin Graphics) and Dave taking up the 
mantie of creative director, Although Gremliin 
had been impressed with the technology that 
DMA had created, the eventual union wasn't 
without its problems 

“Gremlin had been impressed with DMA 
because we'd been using the same 
graphics engine [3DMA] over 
several projects, including 
Clan Wars and Attack [both 
later cancelled], VVild Meta! 
Country and the GTA 2 editor,” 
reveals Mike. “They wanted a 
collaboration, which would allow both 
sites to use the same technology. 
Both sites' R&D teams worked 
very closely for a time, with 
several tips constantly going 
back and forth. Unfortunatehy, 


The DMA team as they appeared back in 1991 
According ta Mãe, puling sily poses was mandatory. 


LAmiga] Gore was one of many games thatwere 
startad by DMA, bi never actually completed. 


the head of Gremlin's R&D had some 
very different views on how things should 
progress and we simply didn't agree. We 
basicalhy thought he was mad, and the 
collaboration soon broke down. Gremlin did 
progress with their 3D engine (it was called 
Mr Dog for a time at least, after the Gremlin 
team watched an Eddie Izzard concert one 
lunchtime up at DMA), and it was eventualhy 
used in Hogs Of Vvar” 
Things were not going well, though, as 
Gremin Interactive was later purchased by 
Infogrames (now Atan) in 1999, which 
was complicated further by the 
fact that BMG Interactive (who 
went on to eventually become 
Rockstar), who had published 
GTA 7 and 2 still had a deal in 
place with DMA, which saw 
Infogrames selling the Scottish 
developer to Take-Two (parent 
company of Rockstar). 
The many changes, and the 
fact that the likes of Russell, Mike, 
Steve and Brian had already left the 


FROM THE ARCHIVES: DMA DESIGN 


MISSING GEMS? 


It's rare for a studio to be so 
forward about its missing games, 
but Mike has so many entertaining 
stones we just had to put them 

in print. “Vie got contacted by 

an artist looking for work fone 

J Lewis) and so Dave let me 

start a new shoot-'em-up mith 
him,” remembers Mike about an 
unnamed shooter he worked on 
“Batite Squadron had just been 
released and we fek we could 
better it. Akhough | started c 

was taken off it when Dave 
contract for the PC-Engine version 
of Shadow Of The Beast. Another 
coder, D 
touch and + 
but progress 
straw cama 


as panful. The last 
ren after à vosk of 
ork came in to sh 
ano ai he'd don 
ding text on ty 


basicaly a Scottish cas 

Populous moulo, but in full 3D,º 
continues Mike. Saoly the game 
never really got arnywhera dus 

to an initial lack cf staff, a lead 
programmer who spent a year 
doing pretty much 

the poor morale of the 

team. Once the lead pre 

was replaced rapid progres: 
made, but bw then it was too late 
DMA had been taken over by 
Grermilin, and wasn't interested in 
funding it arry longer 


Máke Dadly has a sneaky play on Blood 
Moneywben he thinks no ane's looking 


company took a visible toll on DMA later 
products, with the likes of Tanktics and Wild 
Metal Country lacking the polish of earlier 
games (even if they did have plenty of decent 
ideas buried deep beneath the surface). DMA 
became known as Rockstar North, with Dave 
leaving while GTA Ill was being completed 
Neediess to say, several games were lost 
during the period of upheaval, ranging from 
N64 ports of Grand Theft Auto and Wild! 
Metal Country, a port of Unreal that was due 
to appear on the N64DD and the intriguing 
Attack!, a game Mike was particularly sad 
about losing 
“It was a simple concept of a single 
character who acted as chieftain and 
controlled many clansmen in a caveman 
environment,” recalls Mike. “The idea of 
small characters versus dinosaurs gave rise 
to many funny concepts and should have 
been an easy game to make work. In fact, it 
could have been a great little game (and one 
I'm tempted to do myself one day), but as 
was sometimes the case with simple games, 
people tried to do new features without 
making sure the core game was there and 
they simply made a complete mess of it.” 
The demise of DMA Design does have 
à happy ending, however. VVhen Dave left 
Rockstar North he set up a new studio in 
Dundee that became a subsidiary of Rage 
Software, then later Realtime Worlds 
in 2002. Many of the original creative 
minds of DMA Design can now be 
found there”, including Mike and Russel 
Something Russell is more than happy 
about. “It feels good,” he reveals. “We 
all know each other pretty well and 
understand each other's strengths and 
weasknesses. It also makes working 
together a complementary experience; 
you know when someone else can pick 
up the slack.” ds 


belo end supolying rare 


Special thanks to Mike Deadly for gil 


screen shots. (* Realtime Works closed down in 2010) 
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ew videogames have the 

ability to polarise opinion 

quite as sharply as Myst. 

When it hit shop shelves 
back in 1993 many crítics scoffed at 
the sedate gameplay and predicted 
that few people would want to sit 
through a game that was little more 
than an “interactive picture postcard”. 
However, the general public clearly 
didn't share the same viewpoint. Myst 
captured the imagination of millions 
of gamers and until the publication of 
The Sims in 2002 it was the bestselling 
PC title of all time — clearly, as a slice 
of entertainment it did something 
right, regardless of the harsh critical 
reception it received from some sectors 
of the specialist press. 


Lá «a 

" dá 
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The brainchild of brothers Rand and 
Robyn Miller, Myst is undoubtedly the 
most famous project to emerge from 
the siblings' Cyan studio (now known as 
Cyan Worlds) and famously encouraged 
hordes of non-gamers to shut down their 
boring old spreadsheets and use their 
PCs for something more pleasurable. 
However, in the beginning the pair 
didn't intend to produce games for 
adults. “Rand had an idea for a children's 
book on a computer,” explains Robyn 
Miller when asked how the duo got into 
creating videogames. “A child would 
tum the page, click on items on each 
page, and those items would react in 
certain ways.” The intuitive interface that 
would grace Myst can trace its origin to 
this moment. Intrigued by the notion of 





interactive storytelling, Robyn added his 
own spin on the concept and proceeded 
to augment his brother's idea. “Rand 
sent me a copy of HyperCard, which was 
like a predecessor to the web,” he recalls. 
“The first drawing | did was of a manhole 
against a solid white background. But 
what became immediately obvious was 
that an entire world existed below that 
manhole, and | wanted to visit it. So | 
began to draw it and piece it together. 
The idea of the book altogether went out 
the window, or at least it quickly evolved 
into this idea of a more nonlinear world. 
Itwas very exciting; | began moving my 
way through that world, making it all up 
as | went along.” 
This nugget of an idea became Cyan's 
first game, fittingly entitled The Manhole. 





n/PCJA shat from 2000's rsalMyst which reglicated the antire game usng true 3D visuais. n [PC] Same ofthe geme's locations are still dazzing inther detail, even by today's standards. 


"UJE HAD PROPOSED A MyST-URE GAME TO ACTIVISION ERRUY ON, 
BUT THEY RESJECTED MT AND TOLD US TO STICK TO CHLDRENS 


GAMES. .. IT WAS SUNSOFT WHO APPROACHED US ASHINO US IF 
WED DO A GAME FOR AN OLDER AUDIENCE” aoow ox THE caeamoN oe mys 


publisher, , who approached us 
out of the blue asking us if we'd do a 
game for an older audience. We shared 

a tremendous amount of mutual respect 
toward one another and we were given 





of being the first computer (but not 
console) game to be distributed on 






) 
WHAT'S MY LINE? 
. “ Due to a lack of funds, Rand and Robyn 
! Miller decided to step in front of the camera 
when it came to casting the key roles of 
evil brothers Sirrus and Achenar. “We took 
nothing serious when we started playing 
around with a cheap video camera; we 
| were laughing most of the time. We did 
hardly any planning for the parts at all 
—we didn't even know our lines — even the 
lighting was horrible. | remember gathering all our footage together for editing and 
thinking... “crap, what the hell am | going to do with this?” | had very little useable 
footage so | created this method of having the brothers mysteriously appear from 
behind the white noise. In the end, | think it worked well.” Rand also assumed the 
role of the brothers" father Atrus. But what was his muse? “Rand just closed his 
eyes and pretended he was Al Pacino,” laughs Robyn. “Wasn't it obvious?” 
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n [Mac] The bizarre Cosmic Osmo And The Workis Beyond The Mackernl was Cyan's second game and made the most gi Apple 
Mac's monachrome display to creata some truly memorabis environments. 


“THERE WAS NO SINGLE THING UE WERE INSPIRED Br .. LOURINO 
BACH, IM SURE THAT SOME OF THE INSPIRATIONS CAME FROM 
Me OUUN SCHOOL FERRS AND CALDHOOD” con ox umer inseneo um 


PAS 


» Robym Nillot-co-t 
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» [PC] Myst Ué End Of Ages saw release mn 2005 and discardod the rendared backgrounds and FMV actors far a fully 3D workd. 


interface. “We actually worked hard to | 
create a Ul that was invisible, something 


that didn't feel like a computer at all” game quickly falling into place, the team 


says Robyn. "At the time Rand and | began work on the aural side of things. 
were reading a number of books dealing Chris Brandkamp handled the distinctive 
with the subject of user interface as sound effects superbly, but it was Robyn 
it related to the common objects that who composed the wonderful music 
we often take for granted, like doors, used in the game. Surprisingly, he's 
switches, teapots, forks, knives, and highly critical of it. “To this day, I'm still 


everything else that's designed. We not convinced that Myst required music,” 


were inspired by this notion of Ul in he says. “Our philosophy was that we 
the world around us, but mostly by the were creating a world. We wanted that 
idea that anyone could conceivably sit world to be as real and believable as 


down and play a virtual world, with no 
instructions, no introduction.” Indeed, it 
was this facet of the game that arguably 


possible. When we're living our daily 
lives we don't hear a soundtrack of 
music. Instead we hear environmental 





» Sncea fts releasa in 1993 Mysthas been convarted to numerous formats. 


tua catia “ua 
qts 





uu ado or RVAUE 
THE BODE Br thAma 
1et BUVR SF Um 


THE MAHING OF: MyST 


» [PC] This scone should he famibar with fans = it's from this wharf that you begin your investigation of tha mystaricus island. 





Pnad al as 
on music to create our mood. | still 
wonder if what we did was second 
best. Ideally speaking, the music should 
harmoniously coexist with the visuals, 
the player's actions, the sound effects, 
the gameplay and the story. These 
elements should be an inextricable 
whole, continually bolstering one 
another, never interrupting one another. 
That's the job of a director. As a director, 
| was unhappy with the way the Myst 
music stood out and felt divorced from 
the player's nonlinear experience. | 
also have a confession: I'm not a real 


8 e price, Kb Tout lh 


"la, Mes cel] fil Ih 
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LICENCE TO € 
PRINT MONEY MYST ISLAND 


The success of Myst has 
resulted in a whole flood 

of sequels and spin-offs. In 
addition to 1997's Riven, we've 
seen Myst Ill: Exile (2001), Myst 
IV: Revelation (2004) and Myst 
V: End Of Ages (2005), as well 
as Uru, an online interpretation 
of the franchise. The original 
game has been the subject of 
remakes and reissues as well, 
with 2000's realMyst presenting 
the entire game world in full 3D. 
Robyn isn't a fan. “| only saw 
realMyst after it was released. 
As a remake, it was a lapse of 
reason and directionless; overt 
merchandising of the original 
Myst. kt definitely wasn't how 
we originally envisioned Myst, 
as was promoted.” À series of 
books was also commissioned 
in an attempt to expand the 
Myst universe. “I was involved 
with agreeing to the three-book 
deal; it was my biggest mistake 
while still at Cyan,” says Robyn, 
sadly. “I'm glad many have 
enjoyed the books, however, | 
personally was left unsatisfied.” 


» DS] A screenshot of the disappanting Nintendo DS verson, nm [PCJ in total Myst contains 2,500 different frames”, To ensure speedy loading from the retatinety siaw CD-ROM drives of the teme, 
released by Midway m 2007. Bach frame was reducad to around 80KB in sza 
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THE MAKING OF: MyYST 


Stoneship Ape 
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» [PC] Each Age” nm Mystis contaned within a rather atiractive looking book. its possible that thus 15 an endearing mod to the » [PC] Although modern consoles could probabiy render this scsne nm reai-timo, back in the carhy-Nineties just seciry it 
intaractwe chidrar's bocks that tha Miler brothers first wanted to create pre-randerad made for a breathtaking experenca 
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THE JAPANESE MSX COMPUTER 
STARTED LIFE AS THE WORLD'S FIRST 
STANDARDISED COMPUTING HARDWARE 
BUT ENDED UP BEING NOTHING MORE 
THAN A HISTORICAL FOOTNOTE. IT DID 
HAVE SOME BLOODY GOOD GAMES, 
THOUGH, AS ASHLEY DAY REMEMBERS... 
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ne of the greatest 
things about the 
8-bit micro age was 
the sheer variety of 
machines and games 
available. The boom 
in popularity of home computing led 
almost every electronics firm of the 
day to manufacture their own games 
machines, and the UK was flooded with 
all manner of wonderful hardware and 
games to play on them. 
lt was a great time to be a games fan but 
also one of the most turbulent. There were 
the playground arguments about whose 
machine was best, of course, but there was 
also a huge problem for parents who, faced 
with so many choices, often didn't know 
which computer to buy. Game developers 
had the same problem: with new machines 
hitting the market every month, how 
could they know which would become 
successful and, therefore, which they 
should develop their games for? 
And those kids in the playground, 
they could only share 
games if they happened to be 
using the same hardware as 


and trade 


their friends 
Surely, the solution 
to these iss 
be one universal 
hardware format that 
could eliminate the 
concems of consumers 
and developers and ensure 
that no matter what game you bought, 
would work on your own machine. It was a 
good idea in principle; after all, it had worked 
for the home video industry, as competing 
tape manufacturers gradually gave up on 
their own formats throughout the Eighties 
and came to support JVC's VHS standard 
One man with the vision to realise the 
dream of a unified gaming platform was 
Kazuhiko Nishi, a prominent figure in the 
Japanese games industry from its very 


1983 (MSX] 1986 (MSX2) 
1988 (MSX2+) 1990 (MSX Turbo R) 


Various. Example 
-*16,500 (Toshiba HX10) 


£10-£80 depending 
on model 


What MSX2 
MSX Computing, MSX User MSX Fan, 
MSX Ouendan 


Though 
it failed to make a splash in the UK, 
the MSX was an important machine 
elsewhere around the world. It was the 
first taste of home computing for mary in 
Japan, Holland and Brazil, was Microsoft's 
first real investment in videogames, 
nearty two decades before the Xbox, 
and the first computing “standard”. kt 
is remembered now for fts weird and 
wonderful hardware variations and its 
catalogue of Japanese games that 
spawned several evergreen franchises. 


nception. In 1977 he founded a publishing 
company called ASCII Corporation, which 
specialised in games magazines and 
launched the country's first micro-computer 
periodical, named ASCI|, in the same year 
In 1979, he joined Microsoft and became 
the vice president in charge of the Far East 
and, later, the director and vice president 
n charge of new technologies, all while 
maintaining a controlling interest in the ASCII 
Corporation. And it's during this time that he 
proposed the MSX standard 

On June 27, 1983, the MSX was officialhy 
unveiled to the world as a collaboration 


between ASCII and Microsoft. The former 
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would control and license the hardware 
specification, while the latter would program 
the format's operating system and BASIC 
language. Impressively, the MSX group 
had already attracted a huge number of 
Japanese manufacturers to the cause, and 
big names like Sony, Toshiba, Panasonic and 
Yamaha, among many others, announced 
that they would release their own MSX 
machines in Japan 

The plan was simple yet briliant. Every 
licensed manufacturer would be allowed to 
create any kind of computer they wished 
and badge it with the MSX logo as long as 
it incorporated a strict number of features 
These were a Zilog Z80 processor, running 
at 3.58MHz; a minimum of Bkb RAM; a 
Texas Instruments TMS9918 Video Display 
Processor; a General Instruments AY-3-8910 
sound chip; and a 32kb ROM containing the 
MSX BIOS and Microsoft's MSX BASIC 
Compatibility between machines was 
achieved by making sure all models also 
featured the same keyboard, cartridge slot, 
and expansion ports, but manufactures 
could add their own USPs like additional 
cartric drives, extra RAM, 
and so on. Many of these extra fi 
were dictated by the way each company 


slots, tz 
ures 

decided to position their own MSX mode 
within the market. Some, like the Toshiba 
HX10, w 
and were produced to the lowest possible 


sold simply as game m 


specification to remain affordable and were 
usually packaged with a pair of joysticks 
Yamaha, meanwhile, marketed its MSX 
models as companions to the company's 
synthesizer keyboards and consequentiy 
built MIDI ports into most of its machines 
bundliing them with audio leads and music 


Manufactures could add USPs like 
additional cartridge slots, tape drives, 


and extra RAM 


ON THE MSX MODELS 


INSTANTEXPERT 


Nobody really knows 
what MSX means. Microsoft 
claimed that it meant MicroSoft 
eXtended. Nishi, however, claims 
that it means Machines with 
Software eXchangeability. 

The MSX computer was 
popular in parts of Eastem 
Europe because it was very good 
at creating subtitles for Illegally 
distributed foreign videotapes. 

Some Konami games had 
both a disk and cartridge in the 
box, but you'll struggle to find the 
carts these days. Many of them 
were bought separately by music 
enthusiasts for the SCC+ sound 
chip they contained 

Many MSX models had two 
cartridge slots. Konami took 
advantage of this by building 
secrets into its games that you 
could only access with two 
cartridges at once - similar to 
the way that GBA games often 
unlock content in DS games now. 

Konami released so many 
MSX games that in 1998 it 
released a compilation of them 
for the Satum and PlayStation. 
The Konami Antiques MSX 
Collection featured 30 such 
games but, sadly, no MSX2 titles, 

The 'Beecard' format used 
in NEC's PC Engine console 
was first used on the MSX. It 
was manufactured by Hudson 
and required a special adaptor 
cartricdige to load it 

Metal Gear 2: Solid Snake is 
probably the best MSX2 game 
Itwas only officially translated in 
2006, however, when it appeared 
as a bonus feature in Metal Gear 
Solid 3: Subsistence on the PS2. 

A handful of the MSX 
licensees later tried their hand at 
another 'single format” console; 
the unsuccessful 3DO 

Though Microsoft hasn't 
been involved with MSX since 
1988, the name lives on in the 
company: it's the internal product 
code for the Xbox 

A staggering 265 different 
MSX models are known to exist, 
butthere may be more, Nobody 
knows exactly how many 
variations were manufactured 
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MSX SITES TO WATCH SCORE-003 
MSX Museum bOX Generation MSX MSX Resource Center The Ultimate MSX FAQ 


Eu 


O POWER 


Prientond | “ 
Rad pç 


Pai aiea pegar eodeiorderseomirheg software. Others, like Sony, aimed their Having gained a strong position in Japan icensee and one of the format's bigo 
hardware at the professional markets, the MSX Association naturally set its sights supporters worldwide 
fitung the machines with as much RAM as on the US market next, but things didn't In the UK, the MSX was met with a 
possible and often building floppy disk driv go so well this time. The US, of cours mixture of ce and animosity. As 
and even Laserdiscs or VHS samplers into had been gripped by Commodore fever nthe US, the underpowered hardware 
the hardware since 1982, and only a fool would gamble made MSX games look weak in comparison 
The diversity of the early MSX models m an outsider taking away the C64's 3 Commodore titles, while the more 
was instrumental in gaining a foothold formidable market share with a technically ressive games, such as Konami's 
in Japan. Consumers could buy with inferior machine. Only one US ) e) arcade ports, were only releasec 
confidence, knowing that MSX-brandec Spectravideo, bothered to license the on cartridge and seemed vastly ove 
software or hardware they bought would standard in 1984 and had | mpact on in comparison to the tape software that 
work with their own machine, while the the market. Yamaha also brought some of most were used to. As a result, the UK MSX 
fferent price brackets meant that dedicatec its MSX mode ar to the US, but they be 18 lumbered mostly vaio nd-rate 
s could buy a high-e rts of Spectrum games 
ing for the workplace The MSX attacked and was once venomot eo 
ch cheaper, b was as a attacked in a Crash editorial 
as a foreign import that 
ONTHE FAILURE OF THE UK MS) could rob British de 
of their natio 
and, with the combined force of its were marketed under the umbrella of music With its confused catalogue of software 
» Kazuhiko Nishi addresses attendsesofa *licensees, became a worthy contender to technology and went ignored by games fans and one of the country's favourite 
Dutch MSX conventian in 2007 and reveals other Japane mputers of the time, like and computing enthusiasts magazir sé deed against the syster 
s for the 'MSX Reviva FOraDps aa DC És fds pe S A y 
S ng from the US, never to return, VISX never really took off in the UK, but it 
This early success naturally attractec the À MSX, Association concentrated on did perform well in other parts of Europe 
the attention of a number of videogame other, less monopolised territories inste Holland, in particular, embraced the machine 
publishers and many of Japan's bes r Seeing the widespread use of 8-bit micros with open arms. This the home country 
egan to support star C nami, Eur the alliance moved in to take of Philips, after all, which relied ur national 
Hudson, Square, Compile, Enix é 3 Of the eager consumer base goodwill toward its own brand, as well as 
Falcom all developed and published severa Some of the Japanese licensees, particularty truly excellent hardware variations, to take 
games for the system, and many of those Toshiba, created PAL ve s of their a firm grip of the Dutch computer market 
companies" most famous franchises began low-end machines for Europe, while Dutcr To this day, the MSX remains extremely 
life on the MSX electronics giant Philips ame an off cial popular in what is now the Netherlands, 
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AR to Sa A 4 


É ie 


where it is remembered with the same 


fondness as the rum and Amstrad are 


in Britain 
Other territories outside of Japan that 
nelude 


also embraced the MSX system 

Brazil, which explains the hu 
se-langua 

web, and li Arabia, where t 


ame the 


Saudi Arabian 
d several MV 


models and created the world's first 


id Al-Alamiah licer 


Arabic word-processing standa 
the machines, a mov ensured the 


companie: la 


throughout the 
the MSX didn't have many mo 


SUCCE 


left in it, and by the mid-Eightie 
starting to look quite 


st their gaze 


o the fledgling Amiga and Atari ST 
16-bit performan 
home, Nin 
Jominar 


3h both machines 


3-bit, Famicom games 


in the computing industry 


»"Plaase buy me an 
MSKX...” How could you 
say no ta thas , 


ppeared far supenor thanks 1 number 

of flaws in the MSX design. The way in 
which the MSX addressed fts video RAM 
was relatively slow and prevented smooth 
scrolling from screen to screen, thus limit ng 


most of the MSX's games to flip-screen 


Íition, the computer's high-res 
n't quite up to scratch and created 
h effect similar to the one 
ctrum games 
flaws were acceptable by the 
standards of 1 but Y Soon mac 
MSX look old and rusty as new machin 
entered the market, and so the MSX 


1ew format that could 


aphics chip 
s built in 


play mc 


e allowed c 


olling wi 


floppy disk drive, + 


to produce their software é 


pre graphically faithéul 
La lotof funto play 


hits ta MSX. Feny 
p but they wer 


ROM CARTRIDGE 


nparison to tndges » Kazulvko Nishi: the fathar of tha MSX 
sers a much more reliable 
ge solution t cassette tapes 
In some ways the MSX2 was a huc 
but in other ways ft 
large 
ignored in the US and 
widely 


Eastem Europe and So 


MSX2 units 
Although the MS 
by shrinking, the support of 
and Holland 


manufacturers in Japs 

ensured that the format held on to its two bas-ditainio 

Diegentrockhot 13 
162885: Hoom 
0229 270818 


os S1084177 


key territories and many game alo ers 


consequenthy j with the machine 
Konami, the biggest Japanese develop 


nes, had moved on to the Famicom 
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VERSIONS some or THE BEST 


NATIONAL F54500 


onal C 


thenma' printer 


NTT CAPTAIN 


hnes that é 
access lhe B 


Jel was MS) 


TOSHIBA HX10 


your from the UK ar 
n the Eig 


and this 
compatible » Caughton camera: this still from a Nineties news report shows & 


Sony MSX machine in use aboard the International Space Station 


n The MSX has an extremedy Rimy homebrew following, 
kegt actve by yearly competitions and fairs. There are 
some great httle arcade-style games available as ROMs ar 


even semprofessional disks and carts 


ZEMMIX CPC-50 


nufactured 
onhy mn K 
Zemina, 
he majority 
apparentiy unoff 


mesas FATAL 


n Penguin Adventure, one of the best MSX 
games and ane of the most emotional title 
OKONAMI 1€ ser 


ns in hestory 


team, the format benefited greatly from the 
r's newest € ons like Meta! Gear 
2: Solid Snake, Snatcher, and SD Snatcher 
r Konami teams also created their 
; horizontal 
door em-up Space Manbow, Ganbare 
Goemon (My stica! Ninja), and Vampire Killer 
É ). The Capcom, Compile 
Namco and Taito all rele games for 
the MSX2, many of which were arcade 
conversions that were much more 
accurate than their MSX 
and the format receive 
1,200 games in its lifetime. But 


ulvalents, 


q a Known 


that wouldn't be enough to 
save the MSX's skin. 
Ev 
MSX v 
losing b 
Nishi struggled to 
understand why 
more peopl 2 
not interested in his 
machine. Offering an 
MSX to his grandmother 
out all of the things she could do with it 
“You can n 


he pointed 


te letter 
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told him she could already do that with a Microsof 


“You can work out stock 
which she held up 
E ined that she 


n and paper 
he countered, to 
Jlator, F E 
2 the Ir ertainme 

said, ht have à TV for that 

Vishi thought long 

could make the MSX relevant to tt 

ordinary people. He considered technologies 

that had been widely adopted throughout 

Japanese households like television, radio, 

and the telephone and realised that they 

all had one thing in common: they existed 

in a communicatio rk. If onhy he 

could network all of the 

with each other, as well as 


t" she s 
and hard about how he 
ives of 


communicate 
receive software from a remo 
then consumers would feel lik 
m pd ut on something without 
their ho He was, of course, thinkinc 
about a nternet, but this was 1986 and 
such technology was still in its infancy, 
way out of the reach of affordable home 
for at least another ten 
MSX group took 

ardware, 
t without 


wroadcaster, 
they were 
one in 


etectronic years. 
In biat meantime, the 
another stab at perfectinç 


although this time they dic 


t, which had washed its hands of 
the MSX and 
the builtin software, 
because the IBM PC was pick 

and Microsoft idn't 

s own Windows 2.0 


neo to Impror 


This was 


in the 
to compete with 
operating system. 
In 1988, instead of c 
new machine, ASCII des 
which included a built-in 9-c 


Wiity to display st 


ng an entirely 
ned the MSX2+, 
anne! FM 

ill image 
urs, and three new video 


thesizer, the 


in up to 19,000 colo 


e MSX 


elf featured 


fii 1g that had plagued th 
since 1983. 
two sliding dials 
speed and the other to enable auto-fire — as 
as an import-friendly RGB output 

Sadly, but quite inevitably, 
the MSX2+ was even weaker than for 
the previous two machines. As the new 
machine was quite rightly s 
update to the MSX2 and no erious 
market challenger, most MSX licensees 
didn't see the point in producing new 
hardware. Only Sony, Sanyo, and Panasonic 


The hardws 


one to change harc dware 


jpport of 


en as à meagre 


ever developed any MSX2+ compute: 





only a handful of were ever made 
exclusively for the s 

When ume to think about 
creating an MSX3 in 1990, Nishi cast aside 
his ambitious network ideas and set his 
sights on the CD-ROM. Noting that console 
manufacturers like Sega and NEC planned 
to add CD-ROM drives to their consoles, 
ASCII considered integrating CD-ROM as 
standard into the next MSX hardware but 
eventually decided against ft because It felt 
the seven-year-old medium would soon be 
superseded. It was nght, of course, but it 
would take another seven years before DVD 
would matenalise 

Not embracing the CD-ROM was 
arguably the last straw for the MSX 
manufacturers. Philips, the original creator 
of the CD, hadn't supported MSX for 
some time and by 1990 it was clear why 
The Dutch giant was working on it 
computer technology, the CD-based CL 
which was sure to be capable of much 


f became 


more than the now extremely dated-looking 
MSX. Sony, likewise, had moved away f 
MSX and toward CD, as it worked secretly 
with Nintendo on the S CD project, 
which was due for release in 1991 but 
would eventualhy resurface in 1993 as the 
Sony PlayStation 
By 1990, the list of MSX licensees had 
dwindied to just one: Panasonic, which 
helped create the final MSX standard, 
known as the Turbo R. Two variations of this 
underp ed 16-bit machine created, 
went by unnoticed. The Turbo R 
v too little, too late. The format's once 
loyal developers knew it and shifted their 
alle ce over to Nintendo, Sega and 
if they hadn't already done so The MSX 
sas dead and Nishi finally turned his back 
n the system, choosing to concentrate on 
Il's other b 5 
a job as a Media 
Tokyo Institute of Te 
In truth, though, 
died around the introdu 
2ss of the 


the MSX nad really 


ction of the 2+ 
MSX came 
from a strength in numbers, afforded by 
the combined brand identities and market 
n's licensees. But 
upon the MSX 
t appealed to 


SCII failed to impr 
cifications in ways th 
3, their numbers dwindied 
oint where not enough machines 
tured to attract tn e softws 
fell into 
e. As fewer developers 


were manufact 


n software, the machines 
e less attractive to consumers and 
saw fewer reasons to manufacture 
nare. And then, of col 
ated the 
modern- pd ay computing st endár with the 


Windows-based PC, a format so su 


Nishi was thinking about the 
internet in 1986, when such tech was 


still in its infancy 


that it relegated the MSX to the status of 
failed experiment 

And that's where our story ends 

Except it doesn't, because in 2001 
Kazuhiko Nishi made a shock appearance 
at an MSX fair in Tilburg, the Netherlands, 
and announced his plans to revive the MSX 
format. Speaking to su 
at the show, Nishi openty discussed the 

y history of the MSX format and 

declared that there was still a place in the 
world for the MSX 

Às it turns out, that place wasn't a brand 
new world-conquering system but an actual 
'revival' that would enable new users, as 
well as enthusiasts, to experience the retro 
MSX in a brand new way, Under the name 
of the MSX Association, of which Nishi is 
the gh rman, the revival began with the 
release e MSXPL r, a small USB 
device a allows real MSX cartndges to 
be plugged into a PC and played on an 
official MSX emulator. Next, the association 
worked with D4 Enterprise on Project EGG, 
another official emulation program that 
allowed both old and new MSX software to 
be downloaded for a small fee and played 


KONAMI KOMBOS 


Several MSX machines had two 
cartridge slots built in, a feature that 
Konami made smart use of by unlocking 
cheats and Easter eggs in some of its 
games by combining them with others. 
Here are some of the most interesting 
combinations to try. 

Yie Ar Kung-Fu 2 with Vie Ar 
Kung-Fu - Just before death, your father 
appears with a nice cup of tea 

Nemesis with Twinbee - Replaces 
the Vic Viper with a Twinbee and the 
power-ups with bells 

Ganbare Goemon with Q*Bert - 
Uniocks a hidden level select mode and 
pause function 

The Maze Of Galious with 
Knightmare - You can revive the player 
99 times rather than the standard one. 

Nemesis 2 with Penguin 
Adventure - Changes the Vic Viper to a 
penguin and power-ups to fish 

Usas with Metal Gear - You lose 
half the usual amount of energy 

Salamander with Nemesis 2 - 
Uniocks a secret final level. 


rprised attendees 


RETROINSPECTION: MSH 


SPECIFICATIONS 


MSX: 3.58MHz Z80 processo 

Bkb-128kb RAM, 16! Je 

RAM, 256x192 reso 

(with 16 colours), Ay=: 

sound chip 

MSX2: 3.58MHz 280 

processor, 64kb-512kb RAM, 
video RAM, 512x212 

(with 16 colours) 

resolution (witt 

sound chip 


THE UNFULFILLED FUTURE 


on a PC. A European version of this project, 
called WOOMB net, was also started by a 
company called Bazix in 2006, but it was 
sadly discontinued in June 2008, due to a 
disagreement with the MSX Association 
Finally, in 2006, the MSX As 256x21: 
teamed with D4 Enterprise and ES colours), YM2149 
Artists" Factory to produce the first new MSX Turbo R: 716MHz R200 
MSX hardware in sixteen years. Known Rui OR e ser epa da a 
dutos Tas citar) processor, 256kb-512kb RAM, 
chipMSX, the new hardware uses 128kb video RAM, 256X212 
hip with the full MSX2 Soa AR AA dE io eia 
resolution, YM2149 sound chip 
programmed into it and can play a 
MSKX cartridges as well as downloaded 
ROMs on an SD card. The 1chipMSX is 
due to be released in Europe in the future, 
once the MSX Association finds a suitable 
tributor. Until then, if you want one you'll 
to keep an eye on eBay or tram a few 
here Retro Gamer 


mercia 


game stores in Tokyo, 
found our own unit 
Quite what the future holds for the MSX 
we do not know, but we doubt that 1t will 
remain a relic of the past like so many other 
8-bit micros of its time. The original creator 
still holds the nights to the name and is 
clearly intent on keeping it alive, and when 
it comes to a guy like Nishi, who can 
the sort of curve balls that he did with the 
announcement of the latest MSX revival, 
| ally anything could happen in 
few years 


throw 


the next 
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PERFECT TEN GAMES 


Owing to its high cost, and non-existent retail supporr, the MSX was constamtly overshadowed by the Spectrum, 
C64 and the CPC in the UK. kt's a real shame because the MSX provided a whole host of fantastic games, and even 
proved the early stomping ground for many of videogames” most popular franchises. Here's the proof 


SPACE MANBOW ALESTE 2 


» RELEASED: 1957 » RELEASED: 19% 

» PUBLISHER: KONAM PUBLISHER: € 

» CREATED BY; KONAMI CREATED BY: COMPILE 

» BY THE SAME DEVELOPER: SP); BY THE SAME DEVELOPER: PYO PuvO 


ORE VUVFLcLUU HI VU03<.<200 


ARKSTER 
Not only the greatest shoot em-ups on the MSX, 
but one of the be: nod. Konami's 
wonderful vtled Space Manbow 
for the machine that ca 


the tio, Gaden, would supplem j 

g with Japanese robots suits and fk eres ré not much 
spt d take on the Bydo ing ] Y ality. Compies 

S! tage n RT Type Fro e ga nues inchise is falbiec ts repetitous 

thanks tc tc arc À sundent 


soundtrack a 


open-fee! ed gameplay, deep we 
system ar : 
alhy and horizontally, with very little rer-up will grar 
nas ge . While rare and expensive y pick one game 
allows you to 
start of the game, and is the 
out for any MSX collection reoccuming protagonist Elinor. 


32 LEUS3 


PENGUINADVENTURE 
» RELEASED: 1957 
» PUBLISHER: KONAM 
» CREATED BY: HIDEO KOJIMA (XONAMD 
» BYTHESAMEDEVELOPER:SNA 

This follow up 10 Antarctc 


VAMPIRE KILLER 


» RELEASED: 

» PUBLISHER: KONAMI 

» CREATED BY: KONAMI 

» BY THE SAME DEVELOPER: GRADIUS 
Booting up the more 


BOMBER MAN 


» RELEASED: 1984 
» PUBLISHER: HUDSONSOFT 
m» CREATED BY: HUDSON SOFT 


» BY THE SAME DEVELOPER: MARIO 
PARTY 


Acventure finds heroie hed NES port beside Spectrum owners will 
| recognise this game as 
d The Floaters, bi 
MSX version w 
Gettir yrevy late in life for mer he first tim E om he more familiar and 
rst publist ver set o ) ropear ( er Man, and n 
1 Adventure s A out and out action for ) 
3 most tech nbardier 
» MSX DL na n, based action game finds our hero 
action ke a cute Japanese 
more like Miner Will 


onty tunk that perhaps el only visible in the MV 
that people who play games with Wionderfulhy addictive, and br iantiy 
keyboards need someth ng deeper to smp 


Penguin games ssmply don't get 


better than this e are far 
sink ther teeth nto. Anyway, Vampire better versions of the game available 
| immensely playable and is 


ú , tvs early effort proves good 
nust have for any MSX collection 


gemes never de 


ME119 DISTO258 


SCORE 


PLAY HE Tr 
ENEMY | EEE 


138 RETRO GAMER COLLECTION UOL 5 





PERFECT TEM: MSH 


SPECIAL THANKS TO GENERATION-MSX.NLFOR ADDITIONAL SCREENS 


«PLS T 


METAL GEAR 2: SOLID 
SNAKE 


» RELEASED: 19% 
» PUBLISHER; KONAM| 
» CREATED BY: HIDEO KOJIMA 
» BY THE SAME DEVELOPER: 
POLICENAUGHTS 
As if the games themselves 
vê confusing enough, 
the timeline doesn't help. There are 
actually two versions of Meta! Gear 
2- one by Konami that was released 
for the NES, the other by Kosma that 
was released for the MSX. To be 
frank, both games are good, but the 
ASX sequel is the better game. For 
ator back at the 
heim, seconaly it introduced a bunch 
of popular cheracters into the series, 
such as Campbell, Miller an 
Fox, and it also employed sor 
touches to the gameplay, like us 
comer pigeons, he 
tap codes 


SD SNATCHER 


» RELEASED: 19% 
» PUBLISHER: KONAMI 
» CREATED BY: HIDEO KOJIMA, 
» BYTHE SAME DEVELOPER: ZOL: ZONE 
OF THE ENDERS 
Like Metal Gear before 1, 
Kojima succeeds in creating 
an emotive narrative around the 
mitations of the hardware. Following 
smilar plot to the « nal = Gillian 


the cnematic anime look of the 
original for a more cartoon feel. It 
also drops the point-ana-click comic 
book gameplay for an overhead Zelda 
perspective. Engaging enemies in 
combat ches the viewpoint 
to af af U en, where 
players could prpont 

p they wanted to attack y 
one of the most immersive adventure 
games on the system 


YUUREIKUN (AKA MR. GHOST) THEXDER 


» RELEASED; 1957 
» PUBLISHER: SYSTEM SACOM 
» CREATED BY: SYSTEM SACOM 


» RELEASED: 1756 


GOLVELLIUS 2 


» RELEASED: 1757 

» PUBLISHER: COMPILE 

» CREATED BY; COMPILE 

» BY THE SAME DEVELOPER: ALESTE 


Compile had an excellent 
tack record on the MSX 
Sadly, tiough, the comp o 
fts doors in 1992 and many millions 
of peopie wept into their MSXs 
Anyway, if you're looking for a Zelda 
ke adventure for your machine you 
won't go far wrong with Golvellius 
2. The seres began life on the 
MSX and the Master 
would later get a confu 
remake for the MSX2, Vi 
from a similar perspective, and 
featurir ovenworld style map 
end dungeon exploration semilar 
to Zelda, the games fluidity, 
action, visuals and variety make 
ita real must for any role-playing 


game fan 


PUBLISHER: GAME ARTS 
CREATED BY; GAME ARTS 


» BY THE SAME DEVELOPER: MARCHEN VEL 


Mr. Ghost is a side, and vertical (the game alternates 

between the two), scroing shoot-“em-up where 
you play a buck-toothed gt ho's being bullied by other 
ghosts, jumping ) Ç s, probably about his 
prominent teeth. Mr Ghost p e to Irem's 
Mr Het, so much so that they could, in fact, be related, Both 
games let your character move in eight directions, both allow 
you to deform parts of the environment, and both have a 
super-deformed look to them. VVhat sets this game aside, 
though, 's ts combat system. Mr Ghost dis 
sperm looking ghost at enemies and can only redeploy him 
after he's returned. Mr Ghost can also perform a bum rush 
to destroy enemies sneaking up behind him or break bricks 


BY THE SAME DEVELOPER: GRANDIA 
This great giant robo side-scroling s* em-up is a 
greet example of the genre, The player assumes the 
role ofa Robotect-esque robot with the power to transform 
r formation ef in the game 
X ist negotiate a seres of 
abyrinthine stages — often by repeatedy switching between 
the robot's two forms — before getting blown t : 
by patrolling enemy droids. It's a really simple E 
one that becomes strangely ad ve. The puzd 
went, arx ing laser (which is onky available 
n your robot form) also kind of gives Thexder an air of 
Banga-O (admtredly only a very sight one), which can 


oniy be a good thing 


RETRO GAMER COLLECTION VOLS 139 








220 


o 100 07 


É . sr. 


SEO am 





45 


ma Pesos: 


ER: 





CLIC) 


350000 


k 


Fifa 


150040 


LV 








BB BIBIB 


OE ONO 3 











Us ww 


FRRERRRRRERERERERRERERERRE 
RRRRRRRRRRRRERRRRRE: 


RRRRRERRER): 
K ámi; 





q 


, 
A 





— 
G 
Ss 
i 

ty 
tus 
> 
to 
[e 
tus 
— 
[= 
15 
fm] 
[ea 
[ 
uu 
fia 


140 


















E 20002 ENE o uso um MIESCHOM 
toNsORERAS ,** — = s1:00 
16: > — 1810 
Com bi ER = = — 8 
[ro ça 7 am CC WAS" 
RR CNN ea, = e 
AAA a q So = 1d =, 
ciencia id REP apê TE = 
ureia = obs it e 

; E, — “ -— a figeos 
pra -— ooo 
a 04 05 — — o00 

SCORE HI-SCORE Mess 

5) RSS [? j 





si Jg 


pasa -HERENE 
a O a 


e 
nus 
| Ro RA 
| LR 
LL] = 5 


amam 


b|| 











É E 
e — 


a, a 
PMIITIIITITE RJ) 18 
10 = se. mi- Toa -s q-a ares 
E o dk so. 

Ô so: 
» se 
r £ 
Hr 
e "4 
A, 
ou 
”, 





rasurarararirasaso (! 
PiqMORM | 


+” 
1: 













BiÊ 
“ 





CORE o nim 20000 mresasas 


« 












Ds DIDI TI II 
MO = a um a | 





= 





ed bed Med Kid Med Kid ad) PARA dedo pay 


nm 53 54 


sc 


Encore 








142 


ZERO FORM 
Get hitin this 
spherical form and it 
is game over for you. 
Needless to say you 
better be careful. 
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FIRST FORM 
Taking on the shape 
of a humanoid, you 
need to evolve from 
this form as quickly 
as possible. 


SECOND FORM 
Now you're getting 
somewhere. You 

still look fairly basic 
butyou're definitely 
starting to evolve. 


THIRD FORM 
Your fully formed 
humanoid shape, 
looking very funky. 
Your next ascension 
is even weirder. 





FOURTH FORM 
This is our favourite 
evolution, as it 
reminds us ofthat 
spaceship in Alight 
Of The Navigator 


FIFTH FORM 
This jagged amoeba 
is a step away from 
achieving oneness. 
Italso reminds us of 
a Futurama episode. 


SIXTH FORM 
Your final form is 
quite possibly the 
creepiestofthe lot, 
looking more than 
slightly foetal. 











WHY IS IT A CLASSIC? 


BEST MUSIC 


Everything, really. Rez initially appears to be a simplistic, linear on-rails 
shooter, but completion of each stage and the opening of subseguent 
score attack modes reveals thatit's anything but. Then there's the 
incredible atmosphere, beautiful abstract imagery and tightly honed 
gameplay. Ultimately, however, Rez excels due to the way it skilfulhy 
weaves game and sound design to create one of the most enchanting, 
enthralling videogame experiences around. Ifyou haven't played Rez 
on a big TV screen, with the lights off and the audio blaring out of your 
sound system, you really haven't lived. 


Each of Rez's levels dwells in the memory long after they've been 
completed, but it's the final stage that leaves the biggest impression. 
It's essentially an evolution of life and, as Adam Freeland's superb 
track Fear builds in the background, you're treated to some of the most 
wondrous visuals to ever appear on Sega's machine. Initially you're 
passing wispy, unfocused images, with your journey starting offin the 
sea. As it progresses, however, surroundings take on more substance, 
you're eventually thrust upon solid land, and the level's final moments 
take place high above the Earth's surface. Simply magnificent. 


It seems a shame to once again credit Rez's fifth stage when every 
level in the game is an audial and visual delight, but no other track 
matches the sheer majesty of Fear: Skilfully layered to match the 
on-screen evolution, it slowly builds in tempo and evolves just as 
much as the action. One minute it's dark and exceptionally moody; 

the next the sheer beauty of whatyou're hearing can liftyour spirits. 
It's a masterful track that once again proves just how skilful Mizuguchi 
and the rest of United Game Artists were at blending gameplay and 
music for this game. 


BEST MOMENT 


Rezis full of wonderful moments, but one of the most impressive is 
when you break through a new layer. Each level typically consists of 
ten stages that slowly add more visuals and enhanced music as you 
pass through them. Hit a waypoint and your avatar gets thrust forward; 
the screen melts away and the audio goes into overdrive. It's a totally 
mesmerising effect that stillfills us with excitementto this day. The 
transition is made all the sweeter by the tactile rumbling, should you 
have the relevant peripheral equipped, which further immerses you in 
the on-screen action. 


BEST BOSS 


WEIRDEST VERSION 


Rezis filled with unique boss encounters, but if we had to pick a 
favourite it would easily be the monstrosity found at the end of Stage 4. 
Flying through a twisting maze of blocks, you encounter a UFO 

that constantiy changes shape thanks to the huge number of blocks 
thatit drags behind itself. Eventually the huge mass solidifies and 

turns into a gigantic sprinting man that powers its way through long, 
winding tunnels as you struggle to keep up. It's a breathtaking 
encounter that's made all the better by the thumping soundtrack 

that accompanies the action. 


If there's one thing that makes Rez stand out from every other game it's 
the Trance Vibrator, packaged with the PS2 special edition. The USB 
device would pulse in time to ReZ's music, with far more power than a 
DualShock. Although designed as a way to extend the synaesthesia, it 
has reportedly been used for... ahem... naughtier things. The device 
was also compatible with Sega's Space Channel 5: Part 2 and Irem's 
Disaster Report Rez HD owners can pull off a similar, more powerful 
effect by using up to three additional 360 pads and strapping them to 
various parts of their body. We kid you not. 


“The 


What the 
press said... 
ages ago 


Play (73%) 


“In w th typify 


and exac ate tt 


Sega's desire fc 


the title to 


be seen as arm 


NTSC-uk (9/10) 

that the game 

can stimulate such d t 
onder and remain, 


huge fun to 


uchi and his very 
team to be nightly 


prou 


What we think 


z is definrtely a N 

perience, b 

incredibly accomplished 
| No other 


uguchi 
w times since, 
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PLATFORM: DREAMCAST/PS2 
PUBLISHER: SEGA 

DEVELOPER: UNITED GAME ARTISTS 
RELEASED: 200] 

GENRE: SHOOT-EM UP 

EXPECT TO PAY: E4l+ 
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The Making Of «uu 
[STRIDER] 











Strider is full of spectacular bosses. 
Here's the full selection with handy tips 
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When you first meet this muscle 

man, he's linked to some sort of 
life-support system. He soon breaks 
free, however, and proceeds to attack 
you by rolling into you and hurling you 
across the screen, Luckily, despite his 
fearsome appearance, he swiftly falls 
to your falchion. Oh, and once you 
have finally defeated him, remember 
to stand under the platform on the far 
left to avoid the falling flames. 


This metallic millipede resides at the 
end of Strider's first stage and can 

be a handful. Made up of numerous 
commanders who impressively morph 
into him as Strider arrives at their 
chamber, he's a rather tricky foe 

who attacks with a gun and a deadly 
hammer/sickle combination. In a 
rather cool move, it's possible to jump 
on his back and ride him as he crawis 
his way around the screen. 





Solo is another mid-level boss that 
can be found on Stage 2. The airborne 
bounty hunter who takes more than 
a little inspiration from Star Wars' 
Boba Fett likes to keep his distance 
and pepper you with homing missiles 
and a deadly laser. The trick here is 
to jump into him and then attack, as 
he takes a while to respond. Do this 
a few times and you'll quickly blow 
him to pieces. 


x E Dada , 
, N / 


a! | E Ro 
alelo 


Before your encounter with Urobolos, 
you'll be forced to take out this rather 
nasty sentry drone. Guarding the 
passageway that you need to drop 
down into and spitting out lasers, 
Novo turns outto be an annoyance 
rather than a threat. It's not too 

hard to work out the patterns of his 
attacks, so you should be able to 

get by him with Strider taking little 

or no damage. 





Found midway through the excellent 
Siberia stage, Mecha Pon is a gigantic 
metallic gorilla that forces Strider to 
combat him in tight corners. While 
his first form is fairly easy to beat, he 
does have long reach that can easily 
catch you unawares. Even when 
you've finally defeated the metallic 
ape, Strider's troubles aren't aver, as 
it immediately bursts into flames that 
can cause further damage. 





E—s 


This trio of beautiful ladies can be 
found atthe end of Strider's second 
stage. Guarding your entry to the huge 
floating battleship Balrog, they prove 
to be almost as nimble as Strider and 
can cause no end of trouble for the 
novice player. Sliding floor attacks 

are a great way to cut through their 
defences, but otherwise it's simply a 
case of using timing and avoiding their 
deadly kicks. 


THE MAHING OF: STRIDER 





Easily the most spectacular moment 
inthe game. Climbing into a huge 
anti-gravity chamber, your first course 
of action is to take out the satellites 
around him. Once you've taken them 
down, launch into the air and attack 
as you fly around. You won't da it on 
your first pass, but energy can be 
found atthe bottom of the chamber. 





The captain of the Balrog is incredibly 
simple. Immediately after you've 
defeated the core, you race along 

the outside, desperately trying to 
stay ahead of the flames. Once you 
climb to safety, the pirate is waiting 
on a flying skiff that will allow you to 
escape. Luckily he offers virtually no 
resistance with his whip attack. 
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This oversized chicken dinosaur Ce ) 
dragon thing is a nightmare to defeat, 
especialky in his second form. Try to ! 
grab the overhanging branch, as it , 


makes your job a lot easier. You need 
to avoid the flaming dragons he spits 
from his mouth and use timing to 
evade his claws. Annoying, but he can 
be defeated with practice. 


dm A ” 1 ' 





Unsurprisingly the final boss is the 
toughest in the game. He zips around 
the screen and fires out devastating 
lightning bolts that turn into killer 
fish or wolves whenever they hit the 
ground. Make good use of the life 
power-ups that are available, attack 
hard and fast, and you'll have a good 
chance of besting him. 





Ed 


The Making 


[STRIDER] “ 
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H Format: NES 

HH Year Released: 1989 
Although Masahiko 
Kurokawa's take on Strider 
doesn't match the sheer 
brilliance of Yotsui's arcade- 
powered vision, it remains 
a surprisingly strong 
release that was typical 
ofthe high-quality titles 
that Capcom was producing 
on Nintendo's 8-bit system 
atthe time. 
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E Format: Various 
CAGE TRES 
After acquiring the licence 
to convert the original 
coin-op to home computers 
and consoles, Tiertex and 
US Gold released this dismal 
effort that did nothing but 
give Capcom's classic a bad 
name. Level design was dull, 
bosses lacked imagination, 
and even the graphics were 
nothing special. 





E Format: Arcade 

E Year Released: 2000 
Capcom released a 

true sequelto Striderin 
2000, which very nearly 
eclipsed its original effort. 
Graphically it's astonishing, 
making great use of the 
Sony ZN-2 hardware. Filled 
with over-the-top bosses 
and inventive set pieces, it's 
only really let down by being 
a little toa easy. 


E Format: Arcade 

H Year Released: 1998 

Any game that allows you 
to pit Strider against the 
Hulk is always going to be 
entertaining, but you'll still 
be impressed with just how 
much fun Marvel vs Capcom 
actually is. Strider is a 
playable fighter and has lots 
of amazing moves. 
Fermi =p a 
Me 








E Format: Arcade 

E Year Released: 2000 
Although the concept 
changed slightly, this 
was otherwise business 
as usual, with Capcom 
producing another slick 
brawler. Strider Hiryu 
returns to the fray and is 
just as deadly as he was in 
the first game. 


E Format: Neo Geo Pocket 
E Year Released: 1999 
Strider's appearance in this 
strategy franchise is limited 
to a few appearances. 
Players can unlock cards, 
which feature characters 
from both the Capcom and 
SNK universes. Strider is 
not only hard to find, but 
rather strong as well. 











games and his guest appearances 
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Ve 4 “dem É 
PRA E Format: Arcade 
“o. —=————. e 
, E m Year Released: 1992 mito 
: While we love the idea 
A of an arcade game that O. , 


E Format: PS2 

E Year Released: 2005 
Monolith Soft decided to 
apply the concept of the 
Capcom Versus series to 
the RPG. The end result 
received mixed reviews 
and didn't receive an 


official English translation. 


This is a shame, as Hiryu 
has quite a prominent role 
in the game. 


tests your Capcom 
knowledge, Capcom 
World 2's Japanese text 
makes it impenetrable. 
Still, itfeatures a cameo 
from Hiryu, so Strider 
fans might wantto start 
brushing up on their kanji. 


E Format: Arcade 

E Year Released: N/A 
Capcom Fighting All-Stars 
was due to be a 3D take 
on the Versus series and 
originally went into testing 
in 2002. Hiryu made the 
cut and his 3D incarnation 
looks pretty sweet, but 
disastrous tests meant 
that the game never made 
it past the alpha stage. 


THE MAHING OF: STRIDER 
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RETROREVIVAL 


On first look, Repton appears 

to be nothing more than a 

Boulderdash clone. Of course 
first appearances can be deceptive, and once 
vou play Tim Tyler's excellent game, you'll 
discover it to be a completely different beast to 
First Software's massively popular game. 


e, similar 
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Only a select few developers have the ability to shift units by merely attaching their 
name to their titles, and Geoff Crammond is unquestionably a member of this 
elite club. In this exclusive interview, he speaks to Damien McFerran about the 

past, present and future 


EARMARKED FOR A successful career in electronics, 
Geoff Crammond approached the concept of creating 
videogames as an outlet for his creative urges; what 
was supposed to be a harmless hobby ended up 
becoming his full-time job. After cutting his teeth on the 
BBC Micro, Crammond went on to create some of the 
finest driving simulations the videogame industry has 
ever seen, as well as crafting The Sentinel — a game that 
still has the power to enchant more than two decades 
after its initial release. However, since his last game 

— 2002's Grand Prix 4 — Crammond has fallen off the 
radar and out of the public eye. Until now, that is... 
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RETRO GAMER: kt's a 

predictable first question, 
but how did you become involved 
with programming? 
GEOFF CRAMMOND: When | left 
university | worked for Marconi and 
there | learmt the high-level language 
Fortran, which | used to do maths 
modelling optimisation work; that was 
my first experience of programming 
The computer had 32K of RAM and 
filled a large room. k was replaced 
with something considerably more 
powerful during my eight years there. 
5: What led you to work on 
the BBC Micro? 
GC: A couple of years before leaving 
Marconi | had noticed that home 
computers were starting to appear 


and had the idea of doing some sort 
of 3D flying program just as a hobby 
| went to a show at Olympia where 
the BBC Micro was on display for the 
first time; | was so impressed that | 
ordered one there and then. It arrived 
about six months later, probably one 
of the first to be dispatched. | quickly 
got to grips with its inbuilt language, 
BASIC, which | found was very 
similar to Fortran, but also rather slow 
when running. Each line of code was 
being interpreted into machine code 
in real-time rather than having been 
compiled into machine code before 
running. | realised that | would have 
to program the computer using a low 
level assembler language, which the 
BBC was able to compile to produce 
a fast-running program 

"O: Super Invaders was your 
first game. Can you tell us a bit 
about this title? 

GC: | bought a book on the 6502 
microprocessor assembly language 
and then had to decide what to 

do. | suppose Super Invaders just 
seemed like a good game to develop 
in order to leam how to write a 

game. | instantly became addicted 

to the whole experience; it was like 
discovering a new world. | remember 
that visiting cousins had a go at 
designing some of the aliens and | 
actually incorporated some of them 


| added a caterpilar track effect to the 
shooting thing at the bottom of the 
screen and added a tougher mode 
as well, where the bombs are slightly 
homing and the aliens” space gets 
narrower. The game was finished 
and, amazingly, compared with what 
was to follow, it only took me three 
months to complete it 

1: How did you market the 
game when it came out? 

GC: As Iworked on it | had the 

idea of maybe putting an advert in a 
magazine and sending off cassettes 
when people ordered it. By the time 
it was finished someone who saw 

it suggested approaching Acornsoft 
to see if they wanted to publish it 
was lucky in that although they 

had done versions of other popular 
arcade games, they hadn't done a 
Space Invaders-style title. | took it to 
Cambridge to show them and they 
liked it and published it. My foot was 
in the door 

»: Can you tell us a little bit 
about your next game, Aviator? 
GC: Well, after doing Super Invaders, 
Acornsoft asked what | was going 

to do next, and E still had my original 
goal in mind of creating some sort 

of 3D flying game. | went away and 
started work, with the key difference 
this time being that | knew it would 
be published, which was quite Ra 
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awesome, really. | chose a Spitfire 
simply because that seemed like 
something that | would like to fly given 
a choice; | even got hold of a pilot's 
manual for a Spitfire and other data 

so | could do the simulation. Aviator 
was fascinating to work on. | hadn't 
done a flight sim before so it was very 
interesting developing the simulation 
Also, | hadn't done 3D graphics before 
so that was all new. It was my first 
3D world and took me a year to do ft. 

| remember the game's launch was 
good: we did it at the Hendon Air 
Museum next to a real Spitfire and we 
had an actual Spitfire pilot from World 
War Il as a guest 


Revs came 
next and was your 
first experience of 
the genre in which 
you would later find 
worldwide fame. 
Were you a fan of 
racing beforehand? 

o be honest, 
no, | didn't follow 
motor racing. That 
would all change in 
the future once | had 
been introduced to 
the sport. Revs came 
about because Acorn 
Computers were 
sponsoring a Formula 
3 racing driver by the 
name of David Hunt 
— the younger brother 
of the ex-F1 champion 
James Hunt. After 
the launch of Aviator, 
Acornsoft asked me if 
| could do a Formula 3 
racing game given 
that | would have 
access to David and 
his team, who were, 
at that time, Eddie 
Jordan Racing based 
at Silverstone. This 
sounded great, so 
naturally | agreed. 


This, of course, marked 
a massive tuming point in 
your career... 

True. It was then that | decided 
to leave my fulk-time job. Using up 
all my spare time on games while 
working at Marconi was no longer 
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VE TO PLAY 


THE SENTINEL 


ALTHOUGH MANY WOULD argue 
that the Formula One Grand Prix series 
s Crammond's enduring legacy, this 
release remains one of the 

ost mesmerising videogames 
existence. Essentially a game mn w 
energy management is of par 
mportance, the ultimate obje: 


highest point of the map, thus absorbrg 
the pí é the malevolent Sentinel 
which drams your life-fi 

ts upon you. pour Syntho: 

s ncapable of movement, you must 


clones, to which you cs 

consciousness. The Sentinel is a timeless 
game despite the crude nature of the 

3D v 119 n updated verso! 
was released under the title Sentinel 


Retums from developer Hookstone, writ 


lArrigal Few games have the abiity 10 challenge The Sanirisl's cvervselmindk spoaky vide Crammond having no direct mput 


[Atari ST] Even today, FIGP resains fts tiçtt gameplay and intense reatsm 


T'S DIFFICULT TO understate the gr impact thet Crammmond's 
had on the gerre as a whole; without it, games like Gran 
wd Forza Motorsport would not exist. |t was one of the first 
o offer à truly accurate representation of driving a Formula 1 
car and introduced pa to the concept of fine-tuning their vebicie 
nm order to get the b rformance. It's a testament to the game's 
endurmg popularity that a small communty continyes to tinker wit 
the code via the open-source editor Chequered Flag. Although GP7 
has been comfortabiy eclipsed by later racers — including the three 
sequels it spawned — it's still devilishhy good fun to play, even today. 


[PC] GP4 55 kept up ta date with fan-produced mois. 


THE UNDISPUTED PINNACLE of Crammmond's near-legendary 
Grand Prix series, Grand Prix 4 's deemed by many 

accurate representation of motorsport ever crea 
from Crammond's fineiy honed phy 
realistic weather system. Sadly, due to arcane licensing issues, the 
game saddied with a LAN multiplayer mode ata tme when 
every other developer was looking to intemet-based playerto- 
player link-ups, but, despite this minor niggle, GP4 is a tremendous 
achieverment that is unixety to be bettered unti Crammand himself 


starts work on GPS... whenever that may be 


engine and an é 





STUNT CAR RACER 


COMPARED TO CRAMMOND'S ather racing title 

s refreshing'y chaatic. The action takes p Ç ce track 

from the ground, and misudgng a 

booking an appointment with terra finma. As the tive sugar , 
of the enjoyrment to be gained revolves around performing outlandish 
tricks and jumps, al! of which look and feel authentic thanks to the 
incredibw rea physics engine. Mary fans have describad the 
game as a rollercoaster ride, which Is à very apt marmer in which to 
SUM up tis truy unique racer. t share, then, thet the proposed 
sequel — Stunt Car Racer Pro — never saw the ligtu of day 


er results 


AVIATOR 


[88C Microl Back in 1983, thus was mind-blowving stuff 


CRAMMOND'S SECOND GAME looks positively archaic now, but 
ils nevertheless am important release im his career and one that is 
wornh checking out even today, The sframe visuais belie 
an astonishing level of depth and pt 
game featured alistic interpretation of the g-forces that would 
attack your plane 5 t dove towards the Eanh. Although 

the game featured combat, with m Jing abens providing amplie 
targets for your Spitíre's bullets, 1's o more fun to fly around the 
map. indeed, the game actively encourages it, awarding points for 


2 realism — for example, the 





tenable for me, them or my wife, 

so | decided with this commission 
that | would go full-time into a new 
career doing computer games. A lot 
of people thought | was taking a big 
risk and that the computer games 
industry might come and go like a 
fad. Another consideration was that 
we were expecting an addition to 
the family within months. For me, 
though, it was a no-brainer. | had 
always wanted to have my own 
business in something, | really liked 
the work, and | could see incredible 
opportunities ahead. Besides my 
technical background, | also have an 
arty side; | had done some oil painting 
when | was younger and, just before 
getting my first home computer, | 
was experimenting with airbrush 
paimting. Also, | have played guitar 
since the age of about 13 and used 
to spend a lot of time multi-tracking 
and building guitar effects equipment; 
| even played in a band briefly. So 
computer games with their graphics 
and sound and their potential for 
simulation were an ideal fit for my 
interests in art, music and physics 
20: What kind of research did 
you indulge in when you started 
creating Revs? 

GC: Well, one of the first things | 
did was to go round the Thruxton 
racing circuit as a passenger in a 
new BMW driven by David Hunt at 
a corporate event. That experience 
made me realise that racing cars on 
a track was unrecognisable as an 
activity compared with driving a car 
on the road. My recollection is one of 
incredible g-forces and the feeling of 
being continualky in a slide all the way 
round the circuit — a bit like a theme 
park ride, actually. | was amazed at 
the way David was able to feel the 
balance of the car and he showed 
me how he could steer with the 
throttle instead of the steering wheel 
When we arrived back in the pit lane 
| got out of the car and saw that the 
tyres, which had been new when 
we started, were now strangely 
wom such that each chunk of tread 
had a sideways bevel of 45 degrees 
due to the way it had distorted while 
on the limit around a predominately 
clockwise circuit 

HO: Like Aviator, Revs was 
praised for its incredible realism 
and convincing physics. What 
was it like moving from a plane 
to a car? Did this present any 
challenges from a coding point 
of view, or was it, in fact, easier 
to create a realistic game engine 
based around the physics of a 
land-based vehicle? 

GC: Surprisingly, | found the physics 
of how a car turns à comer to be 


trickier — or perhaps less obvious 

— than the physics of flight. Also, 
the body of a car and its wheels 
have a more direct connection with 
the road than a plane's body in air, 
and that makes the equations more 
sensitive to the attitude of the car 
Refresh rates have to be higher 

in order to maintain mathematical 
stability. One of the things | did 
was to map the circuit in true 3D 
co-ordinates, which | hadn't seen 
done before. Racing games at that 


time were like Pole Position where a 
bend seemed like a distorted straight 


rather than something you actually 
arrived at. | also put red and white 


striped kerbs at the apexes and exits 


The combination of 3D-mapped 
co-ordinates, apex and exit kerbs, 
a physics simulation and analogue 
Joysticks meant that, even though 
the graphics were really crude, the 


brain was able to perceive the reality 


present and many an hour could be 


enjoyed just trying to squeeze another 
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0.1 seconds off the lap time, David 
Hunt raced it during development 
and gave me excellent feedback, 
so | knew it was performing 
realistically. Like Aviator, Revs took 
about a year, but this time | was 
working on it full-time. 

HO: Your next project, The 
Sentinel, was something of a 
deviation. Can you tell us where 
the inspiration came from? 

GC: Well, the idea for The Sentinel 
came about because it crossed my 
mind that, although computers at 
that time were not powerful enough 
to do detailed real-time 3D action, 
there was à way that it could 

be done —- albeit with some 
restriction on movement. With 

a slight tweak to the formula for 
3D projection | was able to do 

3D polygon rendering such that, 
once constructed, the scene 

could be scrolled without having 

to re-render except for the new 

bit that was coming on from the 
edge of the screen. That meant 
that | onhy had to render a small 
percentage of the scene when 
panning around 

The panning was 

still done in jerks, 

but it was real- 

time enough to 


work, and | believed that the ability to 
explore a 3D world would more than 
compensate for that characteristic. 
Once | had the landscape system, 
| then needed to devise a game to 
play on it. | seem to remember that 
it took two or three weeks to come 
up with the initial idea of something 
on a tower that you had to defeat, 
but once | had that then the rest fell 
into place shortly afterwards. The first 
version took about six months from 
start to finish. | spent the next six 
months or so doing conversions 
to many other home 
computers of the day. 
BO: K's quite a 
surreal and abstract 
game compared to 
your ultra-realistic 
simulations. Did you 
feel like a change of pace 
when you started on it? 
GC: All my games involved 
writing my own graphics 
engine, so The Sentinel 
was just another project in 
that respect, but | didn't 
see myself as necessarily 
only working on 
vehicle simulations. 
| was just inspired 
by the interactive 
virtual reality 


GEOFF CRAMMOND 


>> [PC] Grand Prix Z2was a world apart 


experience of playing the game; | 
suppose | consider virtual reality to be 
a simulation anyway. 

"o: Sentinel Returns updated 
the concept for the PlayStation 
generation. Were you involved 
with the production of this title? 
GC: | wasn't that heavily involved, 
no. | would have been too busy 
myself with whatever | was working 
on at the time. My business manager, 
John Cook, was a big fan of The 
Sentinel and he basically drove the 
Sentinel Retums project. | think | did 
supply the source code so that they 
would have such things as landscape 
generation algorithms and so on, but 
| expect they created the rest from 
their overall knowledge of how the 
game was supposed to play. They 
certainly had some nice ideas with 
regard to the look and feel of the 3D 
Po 1989's Stunt Car Racer was 
your second car-based title, but 
this time with an emphasis on 
bouncy physics and exhilarating 
action. Why did you choose to 
create a title that was far more 
manic and action-packed? 

GC: | once described how | 
developed Stunt Car Racer in à 
previous magazine interview and was 
bemused to read afterwards that 
someone thought | was re-writing 
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history and that | got the idea after 
seeing Hard Dnvin' in the arcades 
The truth is that | can honestly say 
that Hard Drivin' had absolutely zero 
influence on Stunt Car Racer, which 
had taken me three years to create. | 
only became aware of Hard Drmvin' a 
few months before the release of 
Stunt Car Racer. The game actually 
started out as a sort of land-roving 
vehicie sim, driving around on a 
randomly undulating landscape. Early 
in development | put in physics for 
the suspension and was driving it 
around when | noticed that | had the 
most fun when | encountered a bit of 
a ramp in the landscape and took off 
and landed. That started me thinking, 
so | flattened the landscape apart 
from an 'up' ramp and “down” ramp in 
the middle of a big field. | immediately 
got a great sensation when | jumped 
the ramp, so | added a couple more 
The next thing | realised was that it 
was too difficult to find the ramps 
in the big field they were in and so | 
needed a track to follow to easily get 
from one obstacle to another. | didn't 
want it to be a road-racing game with 
cornering as the main challenge, so | 
chose to make the corners banked 
so they could be driven without 
having to consider taking a best 
racing line. | was about a year into 
development by now and was coding 
the game on the Commodore 64. | 
had the basic system and did a lot 
Of experimenting with different 
circuits and types of track gradient 
| also thought the C64 was not 
powerful enough to have another 
car on the track, and so the idea 
was to just do timed laps around 
various obstacle courses. Fortunately, 
| later decided that the game needed 
the racing mode, so | put in a single 
opponent. The damage system 
seemed like a natural counter to 
just keeping the foot to the floor 
and the boost system also added 
to the gameplay. 

What about the 16-bit 
versions of the game? 

When it came to doing the 
Atari ST and Amiga versions | went 
for polygon plotting instead of the 
solid fill technique on the C64. While 
| was working on them I noted that 
both machines had an R5-232 serial 
port. | had already done some RS-232 
stuff on the BBC Micro years before 
- to output some Aviator data in 
real-time — and thought it would be 
cool to be able to link machines by 
connecting these ports and having à 
head-to-head race with a friend. That 
tumed out to be a popular addition 
and | think it was quite a novelty that 
an Atari ST could be connected to a 
Commodore Amiga. 
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What has 
happened to Stunt 
Car Racer Pro, which 
you were working 
on at one point with 
Lost Toys Studios? 

Stunt Car Racer 
Pro was designed 
fundamentally as a 
multiplayer game 
and, of course, we 
wouldn't have had 
Fai restrictions with 
online play like 
we did with the 
F1 licence in 
the Grand Prix 
series. It's a real 
shame it never 
happened. It 
was a self- . 
financed proc 
that simply hit 
a patch where 
publishers just 
weren't signing 


on the dotted line. VVe 
got it to a working 
demo stage, but as it 
was self-financed, we 
had a limited timeline 
before it became . 
impractical to continue 
with the team. My 
business manager 
calls it the best game 
he never sold. 


Formula One Grand Prix is 
arguably the series for which 
you're most famous. Was it 
simply a natural progression 
from the Formula 3 action 
seen in Revs? 
Not long after 
Em finishing Stunt Car Racer, 
my publisher, which was 
MicroProse at the time, 
rang me up one day and said 
that they were in talks with 
McLaren about a possible 
licence deal and would | be 
interested in doing an F1 
game. McLaren were, at 
that time, a top team with 
the likes of Ayrton Senna 
and Alain Prost driving for 


GG Putting in kerbs that were 
raised off the ground seemed 
like a big feature back then 72 
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them. | had followed F1 avidly since 
doing Revs and it was at a time when 
Nigel Mansell was on the scene — | 
always thought he was a particularly 
entertaining dnver. | had always 
expected to do an F1 game one day 
and with the power of machines 
like the Atari ST and Amiga, plus the 
possible licence deal, this was just the 
right moment for me to do it. | started 
with a blank sheet and just tried to 
make things as realistic as | could. 
Putting in apex and overrun kerbs that 
were raised off the ground seemed 
like a big feature back then. | had a 
track — Silverstone — done and an F1 
car as well by the time | went to my 
first meeting with McLaren. That 
was really interesting talking to them 
Às ft turned out, the licence deal was 
never done, but the project was far 
enough advanced for me just to carry 
on and finish rt 

What were your ultimate 
objectives when you were 
creating GPN? 

For me, the simulator had to 
be realistic but also drivable. | didn't 
want a game where simply getting 
round the next bend was a big 
achievement — that just wouldn't feel 
night. It was essential for GP! that 
there was some steering help that 
was effective since even the joysticks 
for the Atari ST and Amiga were 
switched joysticks — in other words, 
“all or nothing'. | knew from Revs that 
keyboard operation was inferior to the 
BBC Micro's analogue joysticks and 
vet that was all there was to work 
with. | realhy took the point of view that 
negotiating a corner should demand 
the same sort of dexterity and thought 
process as it does in real life, and that 
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was the year 
Crammond released 
his first game, Super 
Invaders. It made the 
equivalent of about two- 
thirds of his annual salary 
at the time 


Magazine PC Zone 
awarded Grand Prix 2 
a whopping 


Despite his fame, 
Crammond has only 
produced 11 games in 
almost three decades 


Revs originally shipped 
with just one track 

— Silverstone — but an 
expansion was later 
released that granted an 


additional 4 circuits 





drivers from the 1994 
season were included in 
Grand 
Prix 2, although Ayrton 
Senna and Roland 
Ratzenberger were 
omitted as a token of 
respect — both drivers 
perished during that year's 
campaign 


It took around 3 seconds 
for each of 

the scenes to render 

in the C64 version of The 
Sentinel 


>> Crammond talks us through the development of the Grand Prix series. 


is how | decided on how steering help 
would work 

With Grand Prix 3 you 
introduced features such as 
variable weather effects that could 
change during a race - was this 
difficult to program? 

The wet weather feature was 
huge. That is why | left it out of GPZ | 
simply didn't have time to do it justice 
GP3 was my opportunity. The weather 
system was fully simulated, right down 
to rain-bearing clouds that come in 
from a distance. The wet track had 
variable water depth and therefore 
changes in grip and the whole thing 
could dry and have a drying line. It 
was also possible for one part of the 
circuit to be wet while the rest was 
dry, and so on 

Although GP3 received 
glowing scores, it is seen by many 
fans as the weakest in the series. 
Why do you think this is the case? 

H that is the case then perhaps 
people's perceptions are affected by 
graphics quality. Clearly the graphics 
quality of GP2 was a big step up 
from GPJ, and GP4 is a big step up 
from GP3, but that's just the way that 
the graphics progressed, The reality 
from where | sit is that if | look at the 

advances in the physics of GP4 
compared with 
GP2 then most 
of the big 
developments 
actually went 


into GP3. GP3 


had the all-new wet weather system, 
as | said, which was huge, but it was 
also the version where | completely 
overhauled the modelling of the 
transmission system and tyres and 
incorporated an active differential 
You could do 'doughnuts' for the 
first time. Also, the cars were able 
to tumble upside down for the first 
time. That kind of enhancement was 
not trivial. GP3 2000 also saw further 
additions, including being able to 
collide with debns, for example. The 
other thing to bear in mind is that 
sim enthusiasts can understandably 
sometimes get the wrong idea about 
something. | have seen forums 
where people can collectively arrive 
at all sorts of misconceptions about 
how the sim works, saying things 
like the simulator puts the car on 
rails when you use steering help 
or when you do a 'doughnut” the 
manoeuvre is 'canned”, by which they 
mean a pre-programmed sequence 

of positions. The truth is that all the 
steering help does is feed a value 

to the steering wheel position in the 
simulator, absolutely nothing else, and 
'doughnuts' are property simulated, 
interactive and unique and never 
'canned', My experience has been that 
people have their loyalties regarding 
different sims and once they have 
decided something, there is little 
likelihood that they can be persuaded 
otherwise, particularly if they have 
already expressed an opinion online. If | 
tried to monitor all the forums trying to 
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correct misconceptions | wouldn't have 
time for anything else 


Around the 
time of GP3's release, 
Sony had stepped 
= j e production 
of its own Formula 
One franchise on the 
PlayStation. Although 
this series was 
markedly inferior to 
Grand Prix in terms 
of realism, did it 
influence your work 
on your own games? 

| mainly 
remember being 
impressed b 
the power of the 
PlayStation and its 
ability to do fast 
texturing. | thought 
leaving skid marks 
was a good idea. 


How many people worked on 
the development of GPS? 

There was a team of about 30 
at MicroProse who worked on GP4 
Basically | worked on the physics and 
Al and | took the raw GPS data and 
converted it into a 'physics track" mesh, 
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the chair with” 


which comprised everything inside, 
including the fences. MicroProse took 
that from me and created a graphics 
track that incorporated the mesh of the 
physics track. MicroProse did the rest 
of the game, including all the graphics, 
sound and menus. Obviously | had to 
provide interfaces so that the sim could 
dnve things like the sound, prt crew 
actions, the weather, car setups, race 
results, data logging and so on 


"o Is it true that 
GP4 was planned 

for conversion to the 
Xbox console? Why 
was it cancelled? 
GC: Yes, the Xbox 
version of GP4 was 
even demonstrated 
to the press during 

a promotion day. | 
Ps it looked very 
good and worked 
well. It was a casualty 
of the MicroProse 
studio closure, which 
was announced two 
weeks after GP4 was 


released on the PC. 
A couple of months 
work was needed 
to finish the Xbox 
version, so sadly it 
couldn't be done. 


“0: Fans continue to support GP4 
with their own mods. Have you 
ever been consulted on them? 
GC: | have never got involved with 
the mods. | think that because those 
activities are unofficial, there was 
never any question of me being 
involved for contractual reasons 
However, with the closure of the 
studio, the support for the product, 
which | had expected to come from 
the MicroProse team and myself, 
has, at least in part, been replaced 
with the unofficial support, so in that 
respect it actually pleases me 
»: Your background is actually 
in physics. Bearing this in mind, do 
you think it's possible 
that you 
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approach games from a slightly 
different perspective than other 
programmers; that you look first at 
the potential for realism and then 
build the game up around that? 
GC: I don't know how other 
programmers approach things, but 

| like to develop a game 'hands-on' 
rather than on paper. That's how | find 
out if something is enjoyable or not 
"o Over the years, the size 

of development teams has 
skyrocketed as games have 
become ever more complex, 

yet back when you started 
programming, single-man teams 
were the norm. Has this shift in 
the industry resulted in better 
games do you think, or is there an 
argument for having smaller dev 
teams, which might possibly result 
in a more cohesive end product? 
GC: There seem to be opportunities 
now at both ends of the spectrum 

As well as the games that require 

big teams, an individual now can 
self-publish an iPhone application, for 
example. | have always been a fan 

of the small-team ethic because it is 
easy to control the project, the ideas 
and the software. But some games 
just require too many man-hours to do 
that way. After my Stunt Car Racer Pro 
experience | know that the best thing 


Super Invaders 
as my first game; 
Aviator as my first 
simulator; Revs as 
my first racing game; 
The Sentinel tor its 
originality; and Stunt 
Car Racer for the 
ame concept and 
inked play mode. 


»: Could you tell us one 
particularly amusing moment 
from your career? 

SC: | was on a golf holiday in 

Spain with some guys who were 
unconnected with the games industry. 
We were driving in the rain and as we 
entered a tunnel | exclaimed loudiy, 
with a note of surprise, “k's not 
raining in the tunnel!” | then had to 
explain that | was developing the wet 
weather simulation for my latest 
game and hadn't considered that the 
tunnel at Monaco would need code 
to stop it raining inside. They thought 
this was very amusing for some 
reason and often repeat the tale at 
various social events. 

"o: Amiga Power had a running 
joke where you were referred to as 
“Sir Geoff" within the pages of the 


66 | have always been a fan 
of small teams because rt Is 
easy to control the project 22 


about a small team is that they can 
develop cheaply. 


Hs: Out of all the 
games that you've 
created, which one 
do you hold the 
most dear? 
S€: Obviously the 
Grand Prix series of 
ames is, for me, 
the pinnacle of all my 
games, but | think 
each one has been 
special for me for a 
variety of reasons: 


magazine. Did you see it as a term 
of endearment? 
GC: Yes, very much so. | actually 
found it a source of encouragement 
»: Has there been any one game 
that has been an influence on you 
during your programming career? 
GC: I recall when | saw Papyrus's 
Indy Car Racing with texturing for the 
first time | knew | would at least have 
to achieve a similar standard with the 
GP2 graphics 
»: Your old friend Jon Ritman 
recently commented that your 
attention to detail is astonishing 
and that you'd spent time 
incorporating features that might 
not necessarily get noticed by 
the gamer. Do you think you're 
somewhat obsessive in this 
respect, or do you feel that all of 
these layers of detail only add to 
the overall experience of realism? 
GC: Look, the closest | have come 
to driving a real Fi car is sitting 
in one. The best way for me 


to ensure that the simulator provides 

a realistic simulation of the real thing 
is to include as much real data and 

as much physics as is practically 
possible. The best corroboration of the 
simulator came when | managed to 
get hold of some real F1 data-logging 
charts. Other than that, lap times 
were the best way of evaluating the 
performance of all the teams. | saw a 
really good thing on YouTube where 
some guy had filmed a GP4 lap and 
also had real in-car footage of the same 
lap and played them simultaneously 
on the left and night of the screen 
Visually it seemed almost identical, 
helped, of course, by the fact that the 
tracks were done using GPS data, 

but what was amazing was how the 
apexes and kerbs of each comer kept 
appeanng in unison. | thought that was 
a very convincing demonstration of the 
simulator. | have had feedback from 
real drivers and it's all been positive 
“0: You've been absent from the 
world of videogames for a while 
now. Do you have any projects 
under development that you can 
tell us about? 

GC: When GP4 was over and the 
studio closed | started a new phase 
called “having a normal life' and no 
longer worked seven days a week 
including evenings. That enabled me 
to do things called hobbies" and 
pursue “interests”. However, over 

the seven years of this phase | have 
also been doing various recreational 
programming projects, some of which 
have involved research into game 
physics. Oh, and now | program 
exclusively in C++, which | realhy like. 
I'm playing around with ideas that may 
or may not lead to something. 

»: W resources and time weren't 
an issue, what kind of game do you 
think you would want to create? In 
other words, what would be your 
dream project? 

GC: Actually, Grand Prix 5 still feels 
like unfinished business, but then again 
something completely different could 
be more interesting 

"0: Are you still an avid follower 
of Formula One? 

GC: After GP4, for a few years | 
would just watch the occasional 

race. | really became interested again 
with the arrival of Lewis Hamilton 

and was glad he managed to clinch 
the championship last year after just 
missing out the year before. It must 
have been tough for Jenson Button 
seeing this new kid on the block in 

a competitive car and doing so well, 
but he hung in there. Who could have 
predicted such a tumaround? This 
season has been amazing so far and 


I'd just like to say well done to [== 


Jenson and the Brawn team. 
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GEOFF CRAMMOND 


“YOU ASR THE 


UJUES TIUNS 


- Are you any good at driving a 
real racing car? 
| have tnied various 'expenence' days 
at racing circuits, driving such things 
as a Peugeot saloon car, a Ferran 355, 
a Porsche Cayman and a single-seater 
Formula Ford. When it comes to 
evaluating my skills, | will refer to my 
Peugeot salcon car experience at 
Silverstone that | did with an instructor 
in the car. When | was actually 
doing it, | found that because of my 
familiarity with driving the Silverstone 
circuit on the computer, | approached 
the whole thing very much like 
playing a computer game 
- that Is to say | was 
slightly removed 
from reality. The 
subsequent 
instructor's report 
contained phrases 
such as 'speed 
merchant”, which 
sort of sounds okay, 
but it also contained 
words like "bull" and 
china shop”. The very 
next day | did my 'single-seater 
experience day”, which surprisingly 
began with another Peugeot saloon 
car session. The instructors were 
different and didn't know | had already 
done it the previous day. | thought | 
would impress and so didn't tell this 
to my instructor; unfortunately this 
considerable panic as we 
approached the first bend at Copse, 
which is a high-speed corner, | was 
shouted at and threatened with an 
immediate retum to the pits. So | 
guess | didn't impress! 


“ Isthere any game you've 
seen and thought, 1 wish I'd 
programmed that”? 


Tetris 


- Have you ever thought, “I'm 
bored with driving games, so for 
my next game | would really like 
to make...”? Is that what happened 
sa The SentineR? 

VVhen | did The Sentinel, | had only 
done one driving game, Revs, so | 
didn't feel that | was connected to any 


particular genre. Later, when doing 
the Grand Prix series, | did have some 
other ideas, which | was too busy to 
develop and other people came out 
with. The GP project was huge and 
had a lot of momentum, with people 
n place, licence in place, publisher 
on board, and | wasn't about to walk 
away from it to develop other ideas 


-“ Are you aware if any F1 drivers 
played Grand Prix back in the day? 
| am aware that there were a few 
drivers who used Grand Prix to 
learn tracks. | still have a copy of 
a newspaper article that 
described how Mika 
Salo introduced GP2 to 
Jacques Villeneuve 
during his first 
year in F1, These 
are some of my 
favourite quotes 
from the intervi 
with Jacques aft 
qualifying at Spa: “I've 
been using it for the last 
three Grands Prix”; “The 
circuits are so realistic, amazingly 
lose to what they are really like, and 
ars”; "I've been using 
since Mocbrihoro and within ten laps 
| felt at home. The same in Hungary” 
The reason this all made the news 
was that he got pole position at Spa 


so are the 


— Who's your favourite Doctor Who? 
ind them all slightly irritating, to be 
honest. That's not to say | haven't 
watched it a lot 


- Did you work on any games 
that never saw the light of day? 
Yes. | got into a habit of starting 
a project, working on it for three 
months, and then having a more 
compelling idea that | would do 
instead. With bils to pay and a low 
boredom threshold, | didn't like to 

v for more than two or three 

S just trying to think of my 

next game idea, so | would get 
started on something with potential 
and then invariably be struck by a 
better idea at a random moment 
away from my computer. 
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» DEVELOPER: GAME FREAK 

» FEATURED HARDWARE: MEGA DRIVE 
» ALSO ON: VIRTUAL CONSOLE 

» GENRE: PLATFORM 

» RELEASED: 1994 

» EXPECT TO PAY: £20-40 


PRICE LUUATCH 


» Similar titles to 
splash cash on 


A More Expensive Than 


SONIC 2 
GETIT FOR: 


» CO-ORDINATES: 3541 N 139'46 E 


GAME ORIGIN 


» COUNTRY: JAPAN 

» POPULATION: 127,633,494 

» CAPITAL: TOKYO 

» NATIONAL LANGUAGE: 
JAPANESE 

» CURRENCY: YEN 

» TIME ZONE: GMT +92 


From the fertile minds that brought us Pokémon came Pulseman: not 
only one of the best Mega Drive titles to never leave Japan, but also 


one of the most elect 


platform heroes to appear on the console. 


That's the only electricity pun in this entire feature, hon 


t's likely that you've never heard of Pulseman. The 
game was released relatively late in the Mega Drive's 


“ [Mega Drive] This level shows aff some 


cf the subtla tachreques that Game Fraak STOAE 
uses to make levels feel mare impressive Ju oo 


life, and was only released officially in Japan despite the 
16-bit era marking a bit of a renaissance period for the 
platform genre. It's a shame, too, as this lavish-looking 


E3+ 
The he | 


piatformer 


on the Megg 


to the 


Y Cheaper Than 


MEGA MAN 

THE WILY 

WARS 

GETITFOR 

£50+ 

This 
compendium 

of the first three NES Mega Man 

titles, vict ests spruced up 1b-L 

vísuals and a b ew Mega Man 

fetches ndiculous sum 


money these day 
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offering by Game Freak — the team that would go on to 
create Pokémon - and, most notably, Pokémon designer 
Ken Sugimori, was one of the better platform games 

to come out of that epoch, in our opinion, and is widely 
regarded as a masterpiece in game design. 

À mixture of Sonic and Mega Man, but with a strong 
pang of Rocket Knight Adventures, Pulseman was a 
glorious-looking platform game that may have felt like a 
mixture of other platform games you've played before, 
but it brought these pilfered ingredients to the boil with 
an impressive amount of care and attention, making it a 
bit of an undiscovered classic for the Mega Drive. 

In the game you play as a Pulseman: a half-robot 
half-human boy who is the result of his scientist dad 
creating artificial life and then copping off with one of 
his creations. It's a weird back story, and one that, for 
legal reasons, we have to leave right there, but from 
this odd union of man and machine, Earth gets itself a 
new platform game hero who can harness electricity 
— a power that Game Freak would later give to Pikachu 


- and travel freely between the electronic and real world. 
However, when prolonged exposure to the digital world 
changes Pulesman's dad into a crazed scientist, and 
he embarks on a bit of global cyber-terrorism, it falls to 
Pulseman to put an end to the evildoer's... uh... evildoing. 
Split across six sizeable stages, glued together by a 
variety of bonus levels, plus a final one to draw things to 
a nice close, Pulseman certainly holds a lot of longevity. 
And the fact that you're given a bit of freedom in what 
way you can attack the game means that even if you're 





What to look for when 
playing Pulseman 


rtar 
heralhy ash 
danger re 


weerm Pulsem, 


at 


games to ever fi 


WE SORTA KINDA AGREE WITH THAT PROCLAMATION 


[Mega Drive] The levels are the stars of 
Puiseman, with each fasling unique 


(Mega Drive] Pulseman was the creation of 
Pokémon designer Ken Sugmori 


Pulseman cite it as one of the best-looking Mega Drive 
the good stuff that Pulseman has to offer — another games to find a release, and while we agree that the 
Mega Man parallel. game certainly is a looker, if we had one criticism, it's 
The levels in Pulseman are large and well-detailed, but that many of the enemy designs do feel a little bland 
oddly sparse and usually only containing a handful of and uninspired: a metal mouse, something that looks 
enemies to circumvent. The challenge tends to like a piece of moving metal grass, and a giant 
come from helping Pulseman negotiate his metal balloon of a cat's face firing 
way around the game's brilliantly designed oranges are just a few examples of the 
worlds using his various powers. And this throwaway adversaries that Pulseman 
is another great element of the game. has to face in the game. But as we've 
Pulseman boasts an impressive arsenal said, the levels are the true stars of the 
of moves, which includes a neat jump kick show, as all have some quirky element that 
that destroys those annoying enemies makes them both a joy to discover and a 
lurking on overhead ledges - why can't pleasure to negotiate. 
all platform game heroes have a handy Sadly Pulseman never found an 
move like this? There's also a close- official release outside Japan - it 
range electric slash attack, and a dash was available for a period on Sega's 
move that generates enough friction to on-demand Genesis games service 
allow him to morph into a concentrated Sega Channel in the US, however 


rubbish at it, you can still get to see a lot of 


can't ImeponTt: 
VOU COULO TRL 


ball of electricity and pinball around the 
screen a bit like Sparkster. 

Also featuring sublime music 
courtesy of Pokémon composer Junichi 
Masuda, it's clear that a great deal of effort went 
into the game. In fact, many who have played 


- and, owing to its scarcity, copies 
usually fetch in the region of £20-40 
on eBay. If you own a Wii, though, 
you can now pick up a regionalised 
version of the game on Virtual Console for 
900 Points (around £6). 


Developed by Nobuya Nakazato 
o! Konami, the man behind some 0º 
the best me nes in the Contra series, 
Rock dventures was à neat 
mix of cutesy platíormer and run-and 
gunner interspersed with neat side- 
serolling shooter sections 
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Richard Hewison rediscovers the 
surprisingly proliífic publisher Hewson 
Consultants, which had a huge and 
underestimated influence on 8-bit 
gaming in the UK during the Eighties 


ewson Consultants was born “| wanted to buy one but by this time | 
in Blewbury, Oxfordshire, nily and a mort E 
at the very start of the UK | was going to e 

home microcomputer boom, although e ZX80 to pay for th 

founder and managing director the bits that it required,” 

Andrew Hewson had first-hand His academic background had give 

computer experience long before valuable experie of writing, but he had 

then, as he recalls. also suffered from writer's block. To prove 

"My first real contact with computers tr was over it, he de d to wr 

was in the radiocarbon lab at the British book about what he had discovered usinc 

Museum research laboratory. | joined in his newly acquired ZX80 computer 

December 197 d the lab acquired a “The machine came with an instruction 

manual that c the 8K ROM, and 
of converting an ALGOL batch program into t wasn't 
Fortran 4 on the new machine. the sys 
Having qualified as a statistician, Andrew effects,” 

left the British Museum and moved to second-hand tyr 

Oxfordshire in 1979 to work for the Natura ty 

Environment Research Council (NERC). lt dre 

was in the autumn of the following year N E at to add the title 

that Sinclair first advertised the £99 ZX8B0 Hir 


computer kit Hewson on the front. One hundred books 
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were printed and Andrew paid for two small 
adverts in Practical Computing and Persona! 
Computer V | 
“The 3 worked,” says Andrew with 
some satisfaction. “Letters started arrivin “Cons 3 amy name 
enclosing cheques for £3.95. kt's impo Ita 
to describe how weird it felt to pick 
envelopes off the mat and find cheques and 
cash from people you didn't know!” 
Despite the home-made quality, the 
book made a profit and was even reprinted 
Coupled with some written academic 
consultancy work on the side, Hewson 
Consultants was up and running 


No game plan 
g | 


Andrew followed up his debut computer 
led Hints And Tips 
ZX81. This time he was mo 
demand and he found writing 

3 new machine much easier 

“The ZX81 book more or less wrote 
itself and | spent a bit more time and effort 
on the layout, printing 


production,” he 
explains. “Nobody could call it a work of art 
but it sold well enough by mail order and 
kept the cheques flowing in.” 

By then, running Hewson Consultants 
and working for NERC had become à 
handful, so family members were drafted 
starting with Andrew's brother 

“We received programs for evaluation on 


a daily basis, so | asked my younger brother 





&& Nobody could call it a work 
of art, but it sold well enough 
by mail order 77 


W HEWSON ( 


ANDRE 


MMENTS 


sting, quality 
ackground, 


nical 


Itants' early product ra 
consisted of Andrew's books, some ZX 
utilíties and some ZX81 rr ory expansion 

3. The only game ws 
a Spa 
but was it the first official Hewson 


2 Invaders 


Cons ts gar 
“No. The first game was Lunar Lander 


s Andrew with a flourish t the 


And Tips For The ZX80 


or X80 

sold a few copies on cas: 
Andrew admits that ga 

part of t rm business 


a he long 
“I've never be 


much of a computer 
I've always 3n much more 
interested in the technology 
The truth is that 


OU By THE NUMBERS 


3 versions of Paradroid were 
published by Hewson for the 
Commodore 64: the original, 
the “Competition Edition' (also 
known as Fast Paradroid) and 
finally Heavy Metal Paradroid, 
on the “Rack “It” budget label. 


12 was the number of years 
that Hewson survived as a 
book and software publisher. 


93 editions of Andrew 
Hewson's monthhy Helpline 
column for Sinclair User 
magazine were written 


between April 1982 and 
December 1989. 


100 copies of Andrew's ZX80 
book were Initially produced. 


£500 was how much Andrew 
spent to start the company. 


FROM THE ARCHIVES: HEUJSON CONSULTANTS 


without Gordon we wouldn't have put 
effort into signing game authors 
been just as happy writing more boo 
games began to become 
more important to the busine In 1982 
more ZX81 games were published 
ckade and Puckman 
written by John Hardman. John went on 


including Naval B 


to co-author a book with Andrew called 
10 Best Machine Code Routines For The 
ectrum, which won t Comp 
34 at the Computer Trade 
ciation Awa wrote some 
g Spectra! Pan 
Andrew riginally running Hewson 
Consultants from his sp edroom, 
found it hard to sw 


h off and would ofte 

work through until 4am and then go to work 

at NERC a few hours 

he rented a one n office a 

printers in Wallingford where his books had 
in produced. By the summer, the Z) 


range had expanded again to include 
flight simulator submitt 


mmer Mike Male 


tim touch with Andr 


ga vi 


simple flight simulator for the expanded 


ery 


fic controller, so writing a flight simulator 
seemed an obvious step.” 
hed and 
start of a busy and fruitful work 


Pilot was duly pub 


nd Andrew, 
ht, Night 


ATO 


ight ||, Backg w ATC, 


and the steam engine simula outhem 


Belle and Evenin 


over 100,000 cop 


mes soid 


tte to commemorate 


« with the 


write-up in one 
jazine accusing ff being "brazen 
appers of the week'!” says Mike 
with a laugh. "But the 


bad publicity.” 


3 no such thing as 


isultants” entry into ZX 


1 publishing came soor er the 


el was launched. Andrew wrote 

t Programs For The ZX Spectrum 

J new Sp luded 
3y's illustrate 

Quest, which he folia 


3d Fantasia Diamon 


£5,000 was how much 
money it cost Andrew Hewson 
to attend the Telecomsoft 
litigation hearing. 


100,000 copies of Night 
Flight lland Heathrow ATC 
were sold by September 1984. 


win “Best Game Scenario" in the prestic 
Frencl and Prix Internationale du Logicie 
wards 
Teenager Simon Cobb wrote Grid Patrol, 
wiich was published under the name 
Di-Lithium Lift; John Fitzgerald wrote the 
educational title Countries Of The V 


and Clive Brooker wrote K 


rning graft into gold 

3 proved to be an important year for 
a number of reasons. Firstly, Andrew quit 
NERC and worked 
the cor 
the one-room of A 
and they also employed additional staff, 
neluding Debbie Sillitoe, who joined pa 
time In marketing 

Another key event that year was the 
mission of a 16K 
software called 


pectrum game from 
Space Wars. Written 


mercial programmer and a 


Tumer soon emplo 
sician and arcade fanatic Andrew 
ook to convert his trilk 
n 32. Braybrook was working at 
at the time and 


rammi 


und the idea of 


result of Braybr S 
je platformer Gnbbiy's Day 
3 brilliantly original,” remembers 
Andrew Hewson, ut the game 


got the full recognition that it deservi 


many peopie r 
While Andrew Braybrook was 
himself a reputation on the 


Steve Turner was working ha 


sbt in my mind 
Steve Turner was one of the e! 
programmers of his 
"He and | str 
relationship from the 


Hewson 


was original, creative and de 


1d we 


he over ZX Sp 


around at the time and v 


and paved the 
which 
g antually 


ie Graftgold, and artnership with 


Hewson flourished 


Adventures in Abingdon 


Hewson Consultants" growing success 


sulted in a move in late 1983 from the > 
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6 | could immediately see 
that this was a great way to 
promote a game 77 


ANDREW HEWSON'S REACTION TO A DEVELOPER'S DIARY FOR PARADROID 


[] PARANOID 
ANDROIDS 


Andrew Brayorook's classic 
game was called Paradraid 
— an amalgamation of 'paranoid 
androwis” - because the other 
“droids in the game mere all out 
to get you 

Aside from the three 
Commodore 64 versions and 
Steve Turner's 3D homage on 
the Spectrum in the form of 
Quazatron, Hewson also got 
to publish 16-bit versions of 
Paradrovd in late 1989 in the form 
of Paradiroio "90, wtvch was à 
spruced-up effort for the more 
demandirg ST and Amiga players, 
coded by Andrew Braybrook 
and Dominic Robinson, who left 
Hewson to work for Graftgold in 
late 1987 

Hewson and Graftgold partialy 
patched up their differences to 
collaborate on this new version of 
Andrew Brayorook's classic game, 
and Graftgold also contributed 
a few tiles to Hewson's 'Rack 
It budget range. Steve Tumer 
wasn't entirely happy with the 
arrangement, though, as to make 
the deal pay dividends its budget 
games would have had to selim 
huge quamities at a time when 
the E-bit market was on a large 
dosnvaro spiral 

In the end, Hewson and 
Graftgold's reunion lasted just 
thres tiles before they all moved 
on once again, for the last time 


? 


e small offices in Wallingford to much larger 


industrial premises in Abingdon, just nine 
miles away. 

“You didn't have to be a genius to work 
out that the office in Wallingford was too 
small,” explains Andrew. “We were all 
shoe-hormed into two rooms with the stock 
in a back room over the staircase.” 

The move to Abingdon allowed the 
business to expand on a number of fronts, 
including the chance to invest in some 
new hardware 

“By then we could justify running our 
own cassette duplication plant, so | brought 
my father in because | knew he would be 
able to run the plant successfully," says 
Andrew. But was it a good move? “It made 
sense for family reasons. I'm not sure it 
made sense completely in business terms 
but it gave us great flexibilty in responding 
to demand.” 

Andrew was also able to create an 
in-house programming team, which was 
something he had planned for a while 

“| put the money | had earned from my 
books into backing some programmers who 
| thought had great potential. Ve had quite 
a lot of work available converting titles from 


Ptte mpi trdAsSfer 


[Amiga] Paradroi '90 enhanced the original game to meet the demands ofthe Amiga audience 
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one platform to another but it was very 
much a case of trying to fit the people and 
their skills and knowledge to the work,” 


Paradroid and Uridium 

Andrew Braybrook's next two games for 
Hewson were Paradroid and Undium, both 
for the Commodore 64. The former game 
got a lot of pre-release publicity thanks to a 
diary written by Andrew Braybrook, which 
was published dunng 1985 in a brand new 
computer magazine 

“Iwas visiting the editor of Zzap!64 to 
talk about what we had coming next and 
he asked if they could publish a diary about 
a game we had under development, ” 
recalis Andrew Hewson happily. “| could 
immediately see that this was a great 
way to promote a game and | leapt at the 
opportunity while pretending for half an 
hour or so not to appear too keen!” 

The success of the diary and the finished 
game put Andrew Braybrook on the map, 
and both Paradroid and its programmer 
went on to win significant awards that year. 
Thankfully he immediately started working 
on a sideways scrolling shoot-'em-up, which 
ultimately proved to be his crowning glory 
for Hewson, 

“Uridium was simpler than Paradroid in 
that it had no significant back story, but 
technically it was superb and the balance 
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1980 1981 1982 
was fantastic,” extols Andrew Hewson 
“The music, the action sequences and the 
graphics all functioned together to create a 
whole that was much greater than the sum 
of the paris.” 

However, the amount of effort that 
was needed from Hewson to get Undium 
released on time was phenomenal 

“We knew from the magazine reaction 
and the advance orders that Undium was 
going to be a big hit, and we had worked 
through the night to get the product packed 
and ready to go,” says Andrew. “| got 
home late still full of nervous energy but in 
the space of a few hours | went from huge 
elation to deep despondency. We had all 
worked flat-out to put the product at the top 
of the charts, but | simply couldn't imagine 
ever being able to summon the energy or 
wilipower to repeat the feat.” 


The talent magnet 

Hewson was consistently publishing 
impressive games for the Spectrum, 
Commodore 64 and Amstrad CPC, and 
the company's reputation was continuing 
to grow. As a result, it was able to attract 
more top-notch 8-bit programming talent, 
including the likes of former Mikro-Gen 
stalwart Raffaele Cecco, who wrote a 
handful of trademark colourful arcade 
games including Exolon, two Cybemoid 
games and a pair of Stormlord titles 
Newcomer John M Phillips, Steve Crow 
of Starquake fame, and Commodore 64 
games guru Jeff Minter also produced 
games for Hewson 

“Jeff lived within 20 miles or so and | 
went to visit him,” says Andrew. "| worked 
closely with Raf and John but Jeff was a 
bit of a loner and we never really found any 
common ground.” 

In the end, only one Jeff Minter game 
was published by Hewson: the colourful 
and sometimes perplexing Commodore 64 
split-screen shooter Iridis Alpha. Other 
Hewson games included platformers 
Technician Ted and City Slickers from duo 
Steve Marsden and Dave Cooke, and 
shoot-'em-up Gun Runner from Christian 
Urquhart and Mike Smith 

Dominic Robinson was a Z80 
programmer who had written a four-way 
scrolling demo on the Spectrum, hoping 
to persuade Hewson to let him write à 
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Spectrum version of Undium. Dom saw 
a job advert for a 6502 programmer at 
Hewson and decided to get in touch 

“| applied for the job despite never 
having written a line of 6502 in my life 
and hoping to blag it! | was really a Z80 
expert,” remembers Dom with a wry 
smile. “The position went to John 
Cummings, a Glaswegian who | went on 
to work with in a number of companies 
over the next five years or so. 

However, unperturbed by the original 
rejection, Dom got a second chance when 
Hewson needed a Z80 programmer shorthy 
afterwards: “In the end | was hired on 
the strength of the Spectrum code | had 
showed them. | ended up doing a wide 
range of jobs - code, graphics and level 
design - for Pyracurse before | eventually 
moved on to write Undium.” 

Pyracurse started as a game idea from 
Andrew Hewson. Originally set in Egypt 
and called Sphinx, it was worked on by 
Dom, Keith Prosser and Mark Goodall, 
who were part of Hewson's in-house 
development team at the time. Keith had 
previously written Hewson's Amstrad CPC 
Z80 assembly programming package Zapp. 
However, once Pyracurse was completed, 
the in-house programming team was 
broken up, with onhy the newcomers Dom 
Robinson and John Cummings left 

“That game was my attempt to create 
à programming team who could produce 
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original material and, to be fair, they got 
pretty close,” says Andrew. “It was 
technically clever but visually ft was never 
going to set the world alight. It also ran 
way over budget and by the time it was 
ready to ship we were financially stretched 
and so | had to lay people off. As you 

can imagine, doing so didn't eam me any 


friends, but it had to be done.” 


Portakabin fervour 
“Throughout most of this period we 
worked in a yellow Portakabin in the 

car park behind the main warehouse,” 
remembers Dom. “We had moved out 
of the development office while it was 
redecorated, but once it was finished 
the marketing people moved in. Às it 
turns out, this was great for us, as the 
Portakabin was “out of sight, out of mind, 
so we had plenty of peace and quiet and 


Andrew Hewson 
dropped out of the 
games industry a 
number of years ago and 
is stil trying to develop a 
personal perspective on 
everything. These days 
he keeps himself busy 
and has also recently 
become a grandfather 
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Mike Male went on 
to establish Micro Nav 


| Ltdin 1988, a company: 
developing and suppíying | 


air traffic contro! and 
fighter control simulators 


| and training systems. 


Mike is still at Micro Nav 
today, where he is CEO. 
“My experience with 


| Andrew Hewson was 


great throughout. He 


| was always encouraging 


me, he liked the more 


| Serious games that | 


was producing, and it 


| was pretty lucrative at 


the time. It was also 
gratfying to have sold 


| the many thousands of 
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: Robinson 
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today he works at SN 
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software engineer, SN 
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Entertainment Group 
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development tools 
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programmers woridwide. 


no complaints about the loud music!” 
Dom wrote the highly acclaimed 
Spectrum version of Undium in the 
Portakabin with input from John on the 
modified level designs. Once that was 
finished, Andrew Hewson challenged 
Dom to write a shoot-'em-up for the 
Spectrum that was fast, had lots of 
colour and no attribute clash. The 
result was the impressive Zynaps, 
which was then converted to other 
platforms by John Cummings for the 
C64 and Michael Mel" Croucher, who 


[064] Gnbbiy's Day Out on the C64 was a wacky and technicalky excellent platfarm game by Andrew Braybraok 


| copies of each program 


for the first time | that we di, and certainly | 





had previously ported Undium to run on the 
Amstrad CPC, 

“| remember it as a hugely enjoyable 
period. The hours were long, but we loved 
what we were doing and had a great laugh 
doing it," says Dom 


Rotating towers 

While the Commodore Amiga and the 
Atari ST were starting to make an 
impression elsewhere, the strong 8-bit 
games kept coming for Hewson. John M 
Philips” first effort was the technically neat 
Impossabal! 3D puzzle game, but his next 
title made a much bigger impression. 

“John produced a rotating cylinder on 
the Commodore 64 with a sine wave 
passing across the top of it,” explains 
Hewson. “| didn't ses a game in it but 
it was suggested that he try tuming the 
cylinder through 90 degrees.” 

The result was a vertical rotating 
cylinder. John added sprites running 
across the front of it, and he planned to 
link multiple cylindrical towers together to 
form battlements, but Andrew thought that 
approach was unnecessarily complicated, 

“At the time | was still in thrall to the 
magic simplicity of Uridium, so | made a e 
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PC Show in September 1 and it got fd w Braybrook explaining the game nverse might not be true,” says Andrew 

some attention, as Andrew explains: “| ut | could not for the life of me see the 

remember Julian Rignall coming along - entertainment value. I'm not sure how what happened? Life cared on as 
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Avalon 

Steve Turner's 3D adventure was a 
revelation. The astral projection of the 
wizard Maroc floated around locations 
coliecting objects, casting speils and trying 
to avos foes. It spawned an even larger 
sequel called Dragontore. 


Nebulus 

Nebulus was technically unique, smple 
to play and had that elusive "just one 
more go” quality. Released as Tower 
Toppler m the US, it also “inspired' a level 
in the Mickey Mania console game a few 
years later. 


Paradroid 


Steer your robot, grapple with other 
droids and upgrade as you attempt to 
clear each deck in this hugely enjoyable 
experience. The best version 's the 
"Competition Edition' ch is faster and 
less giitchy than the onginal release. 


Quazatron 

Effectively Paradroid for the Spectrum 
but in 3D, this game from Steve Tumer 
might have suffered from some jerky 
seroling but was otherwise just as 
enjoyable as the Commodore 64 origina 
that inspired 1t 


Southern Belle Journey's end 
son's et ntry into 16-bit 
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Steam engine simulators aren't going 


to be for everyone, but if it's your thing, tentatively, with standard 


Southem Belle was worth a go. Simulatng conve existing B-bit hits like Andrew. “Looking bac 
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Hilyer and Mike Male took the player on a y 


; Eliminator but | had nobody to tum to and was 
joumey from London Victoria to Brighton. 


E y for the Atari ST, and after a slow wom down. 
Uridium tart Hewson did publish some reasonable By then, Andrew had realised that the 
A smple but elegant shoot“em-up yiginal 16-bit games including Onslaught small cottage industry that had started 


Fly your Manta over each Super- from Chnis sand N n the early Eighties had fun nentally 
Dreadnought, blasting everything that and Nethenwo E 
moves, The C64 onginal is the best, but 
the Spectrum version is far better than it 
should have been. An absolute classic. 


“| didn't realise why we 
outstanding 16-bit produ 
years later” begins Andrew 
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Future Basketball some very talented people se my fin | at the time for pionsers 
A very poor Speeoball clone for the reputation preceded me. Looking back ike me was rapidly disappearing 
Atari ST and Commodore Amiga. should have taken the same approach tc Andrew now looks back on Hewsor 
Average graphics, poor animation and the 16-bit market. | had ed down Consultants with mixed emotions 

very lithe originality meant that this j with an Amiga worked out e t was a stressful period of my life, 
game never really stood a chance. The 

developers obviousiy had few ideas of 
their own, and 11 showed, 


Alleykat 


As technically good as it was, Alleykat 

was a disunclly average arcade game e A tion to the new machines 
from Andrew Braybrook, especially when 
compared to his two previous titles 
Blasting your way through an obstacle 
course and flying as fast as you can didn't this ultimately pro tc creative edge. | was lucky enough 
make for an enjoyable game. er consultants r to invol with some 
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ver the years there have 
been many games hailed 
as triumphs of game 
engineering, as milestones 
of progress in the industry and 
as huge leaps forward in terms 
of depth and gameplay. Of these 
titles, few have encountered as 
many difficulties or been as beloved 
by its fans as Shenmue. Within 
its development, the series has 
outlived two consoles, racked up a 
monumental price tag and created 
a fan base that has endured nearly a 
decade since the last release. 

As many Shenmue fans will already 
know, the series" beginnings were 
rooted deeply in another Sega-AM2 
series, as a planned RPG expansion 
of the Virtua Fighter universe intended 
for the Sega Saturn; a genesis that can 
still be seen not only in the character 
modelling, but in the source code as 
well. The brainchild of Yu Suzuki, even 
in the final release of the game, Ryo's 
character ID remains 'AKIR', a shortened 
form of “Akira”. Although it is difficult to 
pin down exactly when the game grew 
beyond these humble roots, it would 
certainly seem that it came late in the 
project's two-year-long development 
for the Saturn or earty in the Dreamcast 
development. In fact, it's hard not to 
develop a knowing smile looking over 
early pictures of the character that would 
become Ryo while comparing them 
to images of Akira from Virtua Fighter 
2. Even in the video of a development 
version of Saturn Shenmue, packaged 
with the Dreamcast Shenmue Il release, 
the resemblance to Akira is obvious. 

Despite the obvious amount of 
progress made during this two-year 
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span, the writing on the wall was 
becoming clear for the Saturn as North 
American sales lagged, developers 
struggled with the notorioushy difficult 
setup of the system's hardware, and 
support from Sega of America began 
to fail. Work on the Satum version was 
halted; it was clear that if the Shenmue 
saga was ever going to see the light 

of day, it would have to be done on a 
different console, and Sega had just the 
console in mind, 

Thus was the beginning of Project 
Berkley, the codename used for the 
early development of Shenmue on 
the still pre-launch Dreamcast. Several 
videos of these Project Berkley tech 
demos can still be found on the internet. 
k is interesting to note that the age of 
these demos marks Shenmue out as 
possibly one of the very first games to 
begin development for the Dreamcast. 
The Project Berkley moniker remained 
attached to the project for some time, 
sticking long enough to appear on the 
teaser disc attached to the Japanese 
launch release of Virtua Fighter 3tb. This 
disc was, for most, the first glimpse of 
AM2's new project 

Although it's tempting to blame much 
of the cost of Shenmue's development 
on the difficulties encountered 
during the Saturn era and the shift in 
development from the Saturn to the 
Dreamcast, it would not be entirely 
accurate. Regardless of the change to 
the more coder-friendiy console, the 
Shenmue project was still no laughing 
matter. The sheer cost of manpower 
and organisation for such an undertaking 
is immense. In fact, when we asked 
lead systems programmer Tak Hirai 
about his role in the development of 


Record-breaking, technically 
astounding, but cripplingly expensive 
and still unfinished. Cole Machin 
asks why Shenmue continues to 

command such a following? 
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Shenmue for the Dreamcast, he replied: 
“| was responsible for managing a 
team of 87 programmers. | also made 
final judgements regarding the overall 
program behaviour of the whole 
game. Managing this huge team of 
programmers was a nightmare since it 
could take more than 14 and a half hours 4 
a day just speaking with each person ' 
individually. !f | onhy spoke with each ' 
programmer for ten minutes, you can 
see how it would add up.” 

In terms of his own programming 
workload alone: “| was in charge 
of not only constructing the coding 
environment but also coding a 
fundamental processing architecture to 
make system programmers easier to 
work with, | was also in charge of the 
character system, rendering pipeline, 
lighting engine, and also optimising the 
performance of these systems. | had 
my hands dirty on playing around with 4 
SH4 assembly [programming language] 
on the Dreamcast to tune up the 
performance. Small and detailed codes 
used in the cut-scenes such as physics 
simulation of phone cords, handcuff 
chains in the second chapter, and trailing 
visual effects of the car signals were 
also done in my spare time. | finally 
ended up creating around 200 source 
files out of more than 300 files in total.” 

To this day it's amazing that the 
project was completed at any cost 
Although it's possible to point to 
other games released in the same era 
with a similar scope of story, we've 
encountered nothing on the same level 
in terms of the game systems. With 
such a large team and array of smaller 
projects involved, development required 
fantastic organisation of not only the 
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SHENMUE, 7 


Á available manpower but also of the 
Ag No game's program and the programming 


environment itself. 
Hirai was kind eno togo onto 


. , ; 
The key players In Ryo s adventure explain the streamlining required: “The 
on the streets of Yokosuka programming section was roughiy 

. divided into two groups. The first 
nas the system programming team 
and the other was the game event 










Nozomiis a childhood friend of Ryo's, 


Es SR > programming team. In-game events in = 
and the game's primary love interest as Sa 4d a 
; a Shenmue were driven by the 
and occasional damsel in distress. | a Tecdiai 
She's remained in Japan despite EP cre bobas. o 
e ain [3] p ny interface, we defined the table tw 


her parents" move to Canada and 
can usually be found working at her 
grandmother's flower shop. She has 
the largest number of unique phone 
conversations of any character. 


functions associated with in-game event 
functions so that it wouldn't affect the 
event program structure whenever we 
updated the system components. In 
order to maximise the performance 

in an environment v 
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programmers had to work toge ve E] 
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Madas nei F, ita vio 
Furado former student of Iwao 
Hazuki and has lived in the Hazuki nmer's local environment 

residence since a young age. He is | thought it was ridiculous for 87 However, when a non-player char: 

often shown to be somewhat clumsy ; programmers to spend time recompiling had to change their walking path to 

and socially bumbling, occasionally because someone modified one bit the player, it became increasingly harder 
serving as comic relief. In spite of a of source code.” to manage what would have been a ve 
few faux pas that make Ryo's life a Regardless of the expense of s simple thing in the real world, such as 


little harder, he's extremely loyal and development, it was necessary to rf > making an off-track character stand right 
itbecomes clear that Ryo thinks of the vision intended for Shenmue n front of a door.” 





him as a brother. “We took tremendous efforts to lt's difficult to explain to a modem 
implement features that were Invisible gamer just how am 


apr, » 
Gui Zhasmag é hew to the player,” continues Hirai. “If the were at the time of Shenmue's re 
Gui Zhang is the Son and student ” game felt natural to you and nothing We can still recall our awe, watchi 
of antiquities trader and martial stood out as particularly unrealistic, the fish swim in the koi pond or noticing 
arts master Chen. Although the that's be ve spent a lot of time to Ryo's shadow falling in different 
two have a rocky beginning, Ryo create me's subtle details despite positions depending on the time of day 
and Gui Zhang form a close, if the very limit 2 horsepower Although the features may have been, 
unconventional, friendship. Their and technology « 3. Wihe as Hirai says, ; invisible to the 
evolving friendship is perhaps the nes to the w À layer, they did expand upon 


strongest relationship development 
found in the first game 
the performance > 
s, all 300 birds that would 3 
characters ç ec you charged towards them 
game field s e didn't creation of the game 
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Mark is a co-worker of Ryo's atthe 
harbour and the man responsible 
for his forklift driver's training. 

He has come to the harbour to 
search for clues as to the fate of his 
missing brother, leading to some 
very emotional scenes with Ryo 
Although he is an often-overlooked 
character, disc three would just not 
have been the same without him 
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Lan Di, the antagonist of the series, 
is the man responsible for the death 
of Iwao Hazuki and the target of 
Ryo's quest for vengeance. Through 
the course of the first Shenmue 

he is left a mysterious character 
Little is known about him beyond 
his connection to the Chi You Men, 
desire for the mirrors and apparent 
sheer brutality 
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[Dreamcast] The variety of maves was nothing short of astounding. 


66 We can still recall our awe, 
watching the fish in the Koi pondJ7 


features onginally planned for the game 
did have to be scrapped, even in a game 
as epic as Shenmue. Of these features, 
the most talked about certainly had to 
be the ability to ride a bicycle, which 
was demonstrated in one of the early 
tech demos. We couldn't resist the urge 
to ask Hirai just why this feature didn't 
make the cut and what other features 
failed to make it into the final version 
that he may have liked to see on the 
published discs 

“Actually, | was the first guy who 
implemented the bike-riding feature,” 
he explains. “This was done at the early 
stage of the development. We onginally 
intended to begin the game in China, 
so | made it as a showcase to see how 
it looked when you rode the bike in a 
meadow. Another programmer took 
over that part of the project and worked 
on the vehicle programming at the end 
of Shenmue. | personally think that we 
had to cut this feature out from the 
game because there wasn't a significant 
enough advantage for the player to ride 
a bike through the city over simply 
running around in Yokosuka. 

“During the development, there 
used to be special features, like the 
player being able to lift up an object like 
a house and throw it. Fast-forwarding 
or rewinding the day and night cycles 
worked great for debugging the game, 
so | wanted to leave these features in 
the final product as Easter eggs.” 

Regardless of what features failed to 
make an appearance in the published 
version, the final release suffered from 
no lack of things to do. Above and 
beyond the systems discussed earlier, 
the breadth of little extras is fantastic 
You could choose to spend your time 
collecting toys, drinking sodas, buying 
crisps, taking care of your stray cat 
or playing games at the local arcade. It's 
a funny thing, as truly engrossing 


as the story of Shenmue is, that it is 
quite linear, aliowing only a few hidden 
scenes without any true branching 

of the main storyline. That said, the 
funny thing is that we've never felt at 
all constrained while playing Shenmue, 
which we believe is a result of these 
extras. Somehow the ability to waste 
a day playing darts, to choose dried 
fish over milk to feed your cat, to 
satisfy your voyeurism by rummaging 
through Ryo's drawers, or just to give 
Ine-san a call during your lunch break 
all comes together to give you an 
amazing feeling of freedom. Seemingly, 
that was no accident 

“We created a lot of innovations 
never seen before Shenmue,” says Hirai. 
“Iwould say the hardest part of this 
project was to imagine and create a 'you 
can do anything' kind of feeling, which 
did not exist in that era.” 

Shenmue's impact on the gaming 
industry was huge, opening a door to a 
new sub-genre of games that did not 
previously exist. Even beyond this, it 
opened our eyes to what could be done, 
and it raised the bar just a little in terms 
of the effort and forethought that we 
demand from game designers 

“Ethink that Grand Theft Auto owes 
Shenmuse a lot for its great success, 
even after coming into the 3D realm,” 
posits Hirai. “Everyone I've met also 
mentions the detail quality in Shenmue. 
I've been told: 'Don't do so much on the 
quality to the extent of making a cod in 
a pond swim smoothhy" Some even said 
this to me out of fear, since we might 
make this level of quality an industry 
standard! It might be simple to say it's 
about the quality, but I'd rather say it's 
about 'quality to make it feel real”, which 
is how this project contributed to push 
the envelope of the gaming industry.” 

Often the largest impact of a project 
lke Shenmue lays in what the creators 
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themselves take away with them, 

with the attitudes and ideas they carry 
into their future projects. As such, we 
couldn't help but go on and ask what 
effect the creation of this game had on 
Hirai personally and his team: “It makes 
me continuously think and express 

my thoughts as an engineer, since 

the project was filed with obstacles 
and impossible goals. The production 
took four whole years and I'm proud 

of myself as the lead programmer to 
have brought this game into the hands 
of players, even though we've now 
graduated through multiple generations 
of consoles. À lot of team members 
joined and left the project, and there 
were so many firsts' for us and it was 
very hard to see how ft would all turn 
out, and how it would be remembered 
Lowe my accomplishment of four years 
of lead programming experience to 
those who worked at my side until the 
end of the project. Many thanks to allof 


the team members who supported me.” 


Despite any impact it may have had, 
the fate of the series itself was a sad 
one. The onginal release cost a colossal 
$70 million to produce, which is still 
an astronomical sum and completely 
unheard of at the time, Dreamcast 
sales were simply not high enough to 
support such an expensive game — if 
every Dreamcast owner at the time of 
the game's release had purchased a 
copy, the production would still have lost 
money. Sales for the original instalment 
were, however, reasonably strong, 
at over a million copies worldwide, 
Unfortunately, the fate of the series 


was tightly tied to the Dreamcast, a 
system that was about to run into some 
very serious competition from Sony's 
PlayStation 2. The game's release came 
just a few short months before the 
release of the PlayStation 2 in Japan, 
and only days after in the European 
and North American markets. kt would 
only be another 16 months before the 
discontinuation of the Dreamcast in 
the North American market, which is 
a difficult place for a console-exclusive 
trilogy to find itself 

The second instalment was released 
for the Dreamcast in both Japan and 
Europe shorthy before the system 
was killed in the European market, 
meeting reasonable sales. For the North 
American release, however, the writing 
was on the wall for its console of choice 
once again. Shenmue had outlived its 
second console. Demand for the game 
was still relatively high, however, with 
many fans importing the European 
release for play in North America, 
before the region's official release came 
almost a full year later for Microsoft's 
Xbox, which many observers consider 
a fatal mistake. The previous availability 
of the European import for the series' 
established fans greatly reduced the 
títle's sales. Perhaps an even larger 
issue was the jump between consoles 
itself. At the time, the Xbox remained 
an expensive piece of hardware, staving 
off many Dreamcast owners who may 
have considered purchasing Microsoft's 
console in order to continue the series 
In addition, Xbox owners who had not 
previously owned a Dreamcast were left 
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It's hard to explain just 
how magical the first trip 
to Dobuita could feel at the 
time of Shenmue's release, 
The number of unique 
characters, the ability to talk 
to them all in full audio. The 
freedom of being able to go 
to the arcade, or drop in to 
the Tomato Convenience 
Store. Being able to explore 
the town and its shops. It 
remains, to this day, one of 


our fondest memories of 
modern videogaming. 


66 Hf every Dreamcast owner had 


purchased a copy, the production 
would still have lost money 77 


[Dreamcast] Anyone who has played Shenmugis 
extremely faméliar with this scene, and with sneaking ata 
Dobuita the back way so you won't getharassed to buy 
him yet another soda 


[Dreamcast] Ryo's morning fockkft race goes a lang 
way to both kick the day off and show just how much 
workplace health and safety reguiations have changed 
ouar the years. 





Flaghlsacies 

By killing off Iwao Hazuki in the opening 
moments of the game, the story writers 
were left in the difficult position of 
making you truly care about his death 
retroactively. Itwas done predominantly 
with sepia-tinged flashbacks, building 
his character in the early stages of the 
game, and it certainly worked. You'd need 
a heart of stone to sit through Iwao's 
training and feel nothing. 


with the second instalment of a story- 
driven game — a title that picks up in the 
middle of a story they have not become 
attached to, All of these factors came 
together to form a death sentence. Sales 
were dismal 

Any possible third entry was left in 
a nearly impossible condition. It had 
no console and, in the minds of the 
executives, no market. To continue 
the series, much of the initial cost and 
time spent on character modelling and 
environment building would need to 
be abandoned and re-created, making 
any possible climb to profitability for 
the senes a steep and difficult one. 

Due to the sudden cancellation of the 
series, conjecture has been widespread 
for years as to what state the third in 
the series was left, with some even 
maintaining that a playable build exists 
somewhere, however unlikely this may 
be. It was clear that the Dreamcast 
would not be continuing far into the 
future during the production of the 
second game; Sega had no intentions 
of building another console to shift 
development to, even if it felt that it 
could be made profitable 

All of this logic, however, couldn't 
kill all hope of playing out just a little 
more of the Shenmue story. We had 
to ask Hirai if he was aware of any 
development on a third instalment in any 
form. This was all he had to say on the 
subject: “There was none that | know 
of, but | personalhy would love to see this 
saga continued.” 

Although there have been several fan- 
based campaigns for a third Shenmue, 
Sega has been stoic regarding the 
possibility of a third entry, often citing 
the poor sales of Shenmue Il, and Sega 


L edi lvothey 

Mark's quest'to discover the fate of his 

lost brother provided more than one great 

moment in the latter part of Shenmue. This 

scene stands out as the best example 

It's hard notto let your heart go outto 

the fellow as he begins to open up to Ryo 
garding his suspicions and fears 


officials have been clear that there are 
currentiy no plans to continue the senes 
Regardless of official word, there have 
been several hoaxes over the years 
regarding pending announcements 
from Sega, some of which have 
included footage from an ill-fated tie-in 
called Shenmue Online: a massively 
multiplayer conceptualisation of the 
Shenmue universe publicly announced 
in 2004 as a joint venture between 
Sega and JC Entertainment 

Development work on Shenmue 
Online ran into difficulties a year after its 
announcement when JC Entertainment 
withdrew from the project. Due to 
the nature of the joint development 
agreement, it became unclear as to who 
would continue to hold the rights to the 
Shenmue Online concept. Seeminghy, 
Sega did continue production on the 
title for some time after the split, but 
little to nothing has been heard about 
the project for several years. Although 
it has never been officially announced 
that development has been cancelled, it 
seems unlikely that the game will ever 
see the light of day 

In the face of these cancellations 
and years of delay, Shenmue fans 
were handed some hope recently when 
Sega announced the inclusion of Ryo * 
Hazuki in the kart-racing title Sonic & 
Sega All-Stars Racing, a decision made 
by Sumo Digital that gamered much 
attention. Sega itself made use of this 
inclusion to market the game, teasing 
Ryo's inclusion as well as holding a 
raffle for limited edition Ryo Hazuk 
figurines, bringing the series more 
attention than it has received in many 
years and fuelling the hopes of those 
who wish to see it continued. 


Nozomi ie Ene pá vie 

We never fully understood why itwas 
that Nozomi chose to finally tell Ry 
her feelings for him until shortly after the 
death of his father — it just seems like bad 
timing. Regardless, by the time you reach 
this point, you're likely pretty invested in 


the romantic subplot between the two. It's 


one of the rare points of the series where 
you wish that you had just a little more 
control over what Ryo says. 
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[Dreamcast] Anthough many gamers preferred the Free 
Batte system, the QTE fighns could be ques cinemate 


about 
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ltmay be a sa obvious, but it's hard to 
discount Shenmue's final scene when 
discussing the game's magic moments 
It's impossible to stay as implacably stoic 
as Ryo himself as he sails away from 
everyone in his life, from everything he 
knows, to continue his quest. 


[Dreamcast] The rumours about what happens when you 
swatow watermelon secds are true, apparenty. 
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tomake our interview possible and to circumvent any language barrier between us. 
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SPRITES ARE ONE OF THE BEST INVENTIONS EVER, SO WHAT BETTER PLACE THAN RETRO GAMER TO LOOK BACK AT 











THESE PIECES OF ART? THIS MONTH, WE PRESENT THE GHOSTS 'N GOBLINS FRANCHISE | 
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= apcom's Ghosts 'N Goblins series is 

easily one of the toughest franchises 
around and has an insane difficulty 

mm factor that will test even the most 

seasoned gamer. However, despite the Ghosts “VN 
Goblins franchise's complexity there are many 
reasons why you'll want to progress through the 
tough as granite levels. 
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One of the most compelling reasons for playing 
through this ridiculously hard franchise is its great leve! 
and creative sprite design. While the series by its very 
nature is dark and overbearing, the same can't be said 
for its cartoonish visuals, which juxtapose well against 
the many macabre locations Arthur finds himself in 

He may not be as iconic a figure as Mario or Sonic, 
but Arthur remains instantly recognisable for mary 


JUST THE FACTS 
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E The Japanese version of Ghosts IN Gobfins is 
caled Makaimura, which translates as "Demon 

É Word Viage' 

É mRes Aremer tihe red gargoyle from Ghosts 'N 
Gobfins] had his own Game Boy game called 
Gargoyie's Quest 

E Such was its popularity, Gargoyle's Quest 
spawned two sequels: Gargoyie's Quest Ion 
the NES and Game Boy and Demon's Crest for 
the SNES. 

BA mini-game version of Ghosts IN Goblins 
appears in SNK Vs. Capcom: Match Of The 
Millennium. 

E Other Capcom games that Arthur has appeared 
in include Cannon Spike, 

Marvel Vs. Capcom and Namco X Capcom. 

E The SuperGrafx port of Ghouls 'N Ghosts makes 
up a fifth of the console's library. 

E The Game Boy Advance version of Super 
Ghouls 'N Ghosts features a new Arranged 
mode that consists of redesigned levels from 
the Mega Drive and Super Nintendo games 


ama, etica! restos fecandios camelo: elmo, cobázoa! males fe 
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gamers, whether he's clad head to toe in armour or 
simply running around in his boxers. The same can also 
be said for Arthur's foes, particularty those from Super 
Ghouls 'N Ghosts, where the franchise's cartoony villains 
really came of age. 

So here then are some of the best pixel monstrosities 
to ever appear in a videogame. How many of them do 
you remember vanquishing? 
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PIHEL PERFECT: GHOSTS 'N GOBLINS 


E 


Arthur 
First Appearance: 
Ghosts 'N Gohins 


Princess Prin Prin 
Frst Appearance 


First Appearanco 
Ghouis N Ghosts 


Ed 


Frog Farm 
First Appearance 
Ghosts IN Gohlins 


Sardius 
First Appaarance: 


Super Ghouts IN 
Ghosts 


Magician 
Frst Anpearance 
Ghouis 'N Ghosts 


Piated Bamacle 

Fest Apposrance 

Super Ghouis N 
Ghasts 


Bee Form 
Frst Appusrance 
Super Ghouls NV 
Ghosts 


BM o! 


Anemone 
First Appearance: 
Super Ghouts N 
Ghosts 


Grim Reaper 
First Appesrance 
Ghouís 'N Ghosts 


Gargayle 
Frst Appearance 
Super Ghouis N' 

Ghosts 


PESA) 


Oyster Eyo Bat 

First Appearance: first Appesrance 

Super Ghouts N Ghosts N Gohiins 
Ghosts 


Camivarous Plant 
First Appesrance: 
Ghouls 'N Ghosts 


Flaming Skull 
Fest Appearance 
Super Ghauls 'N 
Ghosts 


Crow 
First Appesrance 
Ghosts N Gohins 


x 


Spore Flower 
Fest Appesrance 
Super Ghouis N 
Ghasts 


Jester 
Frst Appearance 
Super Ghouis N 
Ghosts 


Ice Demon 
Fest Appesrance 
Super Ghauls IN 
Ghasts 


Baby Form 

Frst Appearance 

Super Ghauis 'N 
Ghosts 


Vulture 
Fest Appearanco 
Ghouls 'N Ghosts 


Cerehus 
Frst Appearance 
Ghouis 'N Ghosts 


Ghost 
Fest Appesrance 
Super Ghauls N 
Ghasts 


Dragon 
Frst Appesrance: 
Ghosts 'N Gobúns 


Beszlebub 
Fest Appesrance 
Ghaouís 'N Ghosts 


Maid Form 
Fest Appearance 
Super Ghouis IV 
Ghosts 


Bax Ghost 
Fest Apprarance 
Super Ghauls 'N 
Ghosts 


Amt Lion 
Frst Appearance 
Ghouis N Ghosts 


Ogre 
Fest Appesrance 
Ghosts N Gobúns 


lops 
First Appearance: 
Ghosts 'N Gobúns 


Pulsating Worm 

First Appearance 

Super Ghauls 'N 
Ghosts 


Little Devil 
First Appearance: 
Ghosts N Gobfins 


First Appearance 
Ghouis 'N Ghosts 


Shielder 
First Appearance 
Ghouís 'N Ghosts 


Satan 
First Appearance 
Ghasts N Gahtins 


Mutant Turtle 
First Appearance: 
Ghouis N Ghosts 


Wrath 
First Appearance 
Ghosts 'N Goblins 


Loki's Mud Armor 
First Appearance 
Ghouis 'N Ghosts 


Axo Ogro 
First Appearance 
Super Ghauls 'N 
Ghosts 


Blowfish Ghoul 
First Appearance 
Ghouis 'N Ghosts 


Lucior 
First Appearance 
Ghasts 'N Gabins 


Tomado Weasel 
First Appearance: 
Ghouis N Ghosts 


Eyeball Plant 
First Appearance 
Ghouis 'N Ghosts 


Green Imp 
First Appearance 
Ghauis N Ghosts 


Golem 
First Appearanco 
Ghasts 'N Gablins 


First Appearance: 
Super Ghouís 'N 
Ghosts 


Loki 
First Appcaranco 
Ghouts 'N Ghosts 


eéo gos 


Blue Imp Ghoul Snakes 
First Appearance: First Appearance 
Ghosts 'N Gabins Ghouis N Ghosts 


Glhoul Fish 
First Appearance 
Super Ghouls 'N 
Ghosts 


Fire Bat 
First Appearance 
Ghauis 'N Ghasts 


Skull Flovesr 
First Appearance 
Ghauls N Ghosts 


Skull Floveerhead 
First Appearance 
Ghauls N Ghosts 


Goblin Fire 
First Appearance First Appearance 
Super Ghouls 'N Super Ghouls 'N 
Ghosts Ghosts 
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Specifications 
Year released: 1977 


Original price: 51,298 for 4K 
version (board only for 8598); 
$2,638 for 48K version 

Buy it now for: 

£50+ for an Apple Il+ 
Processor: 

MOS 6502 (1 MHz) 

RAM: 

4KB (expandable to 48KB) 
ROM: 12KB 


Display: 280x192 (4 colours/6 
colours in rev 1 motherboard); 
40x40-48 (16 colours) 
Sound: One-channel 
Associated magazines: 
inCides, A+, Nibble, Softdisk 
Juiced GS (still in print) 

Why the Apple Il was great: 
The Apple Il boasted a number 
of firsts, including fts prebuilt 
nature, colour graphics, sound, 
paddles and game commands 
in BASIC. Although the line 
itself eventualhy stumbled and 
fell, the onignal Apple Il lived on 
in tens of inspinng products 
from myriad competitors. 

The Apple Il also enabled an 
entire generation of primary 
US-based gamers and 
programmers to start making 
their own games, and their 
creations have gone on to be 
hugely influential and important 
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Altho 


ugh eventually eclipsed by Commodore and Atari machines, 


the Apple II began its life by revolutionising home gaming in the 
USA. Craig Grannell finds out about the platbpesiiá origins and 

talks to former Apple II developers about what made the machine 
so great for gaming. 


t's fair to say that if we ignore Apple's 
relatively recent onslaught on the games 
industry via iPhone OS devices and the App 
Store, few would consider the Cupertino- 
based company one that makes products for 
videogamers, let alone an industry leader in 
the field. 

Even modem Apple Mac owners lack choice when it 
comes to games, often having to put up with late, expensive, 
imperfect ports of old Windows titles, or the odd indie creation 
that trickles through — a situation that hasn't changed a great 
deal in over two decades. But things weren't always this way: 
for a brief, glorious time, Apple had one of the best home 
gaming systems around, courtesy of the Apple Il 
k wasn't a hugely powerful piece of 
hardware, although it was impressive for the 
time, but the Apple |l 
caught the imagination of programmers 
and fans of videogames — then a very new 
concept - some of which subsequentiy 
became major players in the industry. 

Apple's beginnings were in the hobbyist 
market. This mentality would be retained 
for the first revision of the Apple II, before 
a larger Apple's overtly corporate-minded 
direction resulted in the ill-fated decision to 
ignore the people who first supported the 
company and focus entirely on business. 

But at the start, it was a tale of two Steves: 
Jobs and Wozniak. Even in his early 20s, Jobs 
was a shrewd businessman, tactician and 
visionary, and Wozniak was an engineering 
genius. An oft-told story of the pair involves Breakout: Atari 
founder Nolan Bushnell offered $100 for every chip that could 
be reduced from the circuit board. Jobs agreed to split the 
bonus with Wozniak, who dropped Breakout's chip count by 
50, but nonetheless ended up with just a few hundred bucks, 
Jobs allegedly pocketing the rest. (WVozniak has since stated 
that he “gladly would have designed the Breakout game for 
Atari for free, just to do it”, and admits that he was hurt when 
he found out about the “dishonesty”, although he's over that 
now.) 


= The Apple || and Ill in harmony in an ad 
Off-camera, they were punching each 
others Expansion shots m. 


In 1976, mostiy in Jobs" garage, history was made: the 
Apple | was created and offered to HP. It declined, and Apple 
Computer was bom. The Apple | was the first single-board 
computer, sold fully assembled — users had to supply a 
keyboard, case, monitor and power supply - and innovated 
by relving on things that we now take for granted: keyboard 
input and the use of a television for output, rather than 
the tried-and-tested toggle switches and LEDs that its 
contemporaries used. For the day, this was impressive stuff, 
but VWozniak wasn't satisfied, 

In Jack Connick's 1986 feature for Call-A.PP.L.E. magazine 
“And Then There Was Apple”, Wozniak revealed that he 
wanted a faster, more colourful and noisier machine — and 
the Atan videogame he'd worked on was the driving force 
behind many of the technical decisions made. “A 
lot of features of the Apple Il went in because | 
had designed Breakout for Atari. | had designed 
itin hardware. | wanted to write it in software 
now,” he said. Colour was added first, so games 
could be programmed: “| sat down one night and 
trigd to put [Breakout] into BASIC. Fortunately 

| had written the BASIC myself, so | just 
burned some new ROMs with line-drawing 
commands, colour-changing commands, 
and various BASIC commands that 
would plot in colour.” Having got a 
ball to bounce around, Wozniak 
realised that sound was required 
and so a speaker was added to 
the Apple || - something that, 
he said, wasn't planned, but 
was “just accidental”. Paddles 
were the next addition, implemented via a 
simple paddle circuit. “So a lot of these features 
that really made the Apple Il stand out in its day came 
from a game, and the fun features that were built in were only 
to do one pet project, which was to program a BASIC version 
of Breakout and show it off,” explained VWozniak. 

Continuing to effectively design for himself, Wozniak 
fashioned a computer with a number of firsts — the first 
machine of its kind to be sold completely assembled; the first 
boasting a plastic case; the first with colour graphics, hi-res, 
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“The Apple II was architecturally 
very simple and open. A game 
program could essentially take 


over the entire machine” 
Bill Budge 
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“The Apple II didn* 


have the best graphics 
and sound capabilities, 
but it was a machine you 


could 


satisfying” 


sound and paddles; the first with BASIC game commands 
and the BASIC in ROM — and only the Apple | had beaten 

it to the punch regarding using a home TV as a monitor. 
Although the machine's specs — four colours (six after the 
first revision, adding orange and blue to black, white, green 
and violet), one-channel sound via a click-emitting toggle 
circuit, 4KB of RAM by default - would soon be eclipsed 

and seem restrictive compared to rival machines released 

in the early Eightes, they were instrumental in sparking the 
imagination of people who would go on to work wonders 
with the platform. “There were several microcomputers 
available in 1979, and my friend, Andy Hertzfeld, had just 
bought an Apple Il and was doing interesting programming 

on ft,” recalls Bill Budge, creator of landmark Apple Il 

pinball simulators Raster Blaster and Pinball Construction 

Set 

“The fact that it had colour swayed me from buying a TRS-80 
or one of the other small business machines that were coming 
to market.” 

Budge wasn't the only person seduced by the Apple Il's 
graphics capabilities. “My parents bought me an Apple Il when | 
was 15, since we used them at school, and | wanted to produce 
animations,” recalls Jordan Mechner. “| knew from making 
those animations that the computer was powerful, and that it 
was capable as a games machine, and so | created Karateka 
I'd been leaming about silent film techniques in my history of 
cinema classes, and so | needed to produce something that 
was visually amazing. The Apple Il was equipped to do that.” 
Although Mechner reckons that many felt that the Apple Il was a 
dying platform by the time he started producing Prince Of Persia, 
it nonetheless still worked for him at the time: “The Apple Il was 
a platform | understood. lt was a lovely machine,” 

On experiencing Apple Il games today, it's interesting to 
note that many play better — despite looking worse — than ports 
made to other platforms. It seems this, along with the Apple II's 
general suitability regarding gaming, was down to the level of 
control it afforded. “The Apple Il was architecturally very simple 
and open. A game program could essentialhy take over the entire 
machine, and clever people could make the machine do amazing 
things that probably weren't foreseen by Wozniak and Apple,” 
thinks Budge, who fondly remembers the machine's processor: 
“The Apple Il's 6502 wasn't very fast, but it was simple. To get 
the highest speed, self-modifying code was necessary. There 
were no penalties for this technique like there are now, and this 
added a very interesting dimension to game design, which has 
been largely lost with modern hardware.” 

Choplifter creator Dan Gorlin has similar memories: “One 
thing | really enjoyed about the Apple Il was that you had 
absolute control over timing. Everything was real-time — no 
hardware interrupts, no other programs running — so you could 
polish the timing of things perfectly.” 

John Romero, whose first published videogame was on the 


Apple II, in the form of a Scout Search listing in inCider magazine, 


suggests that this openness, combined with any perceived 
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push, and that was 


And you thought modem Apple 
prat advarts ware minimal. Hare's 
howthe Agple Il was introduced 


The 16-bit Apple 1IGS boastod 
an mtarfaca akon to a colour 
Mac, butthe system retaned 
backwards compatibility wth 
the orgina! Apple || 


Wolfenstein 3d 
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é Community 


lApple 1] The superb Stsilar 7 recreated the Batttezons com-op inside the humbis Apple |, and then 


added many mora enemies and missions. 


Juiced.6S 


Juiced GS 


mais ru ema + 


Ama rem Aug | as Au jo quere a mma cumty 
voo res enem 





When the first advert for the 

Apple Il ran, Steve Jobs got a 
compilam from à woman in 
Oregon, who considered it sexist 
Itwas revised to show a woman 
using a sophisticated display and 
the mais account manager using a 
lom-res version 


Apple's famous “rainbow” 

logo, designed by Rob Janofl, 
was in part designed to showcase 
the Apple Is colour graphics 
capabírties, it replaced a fussy 
illustration designed by Steve Jobs 
and Appie co-founder Ronald 
Wayne, and its silhouette still forms 
the basis of current Apple jogos. 


According to Steve 
Wozniak, he was the sole 
designer of the 'computer part of 
the Apple ||. Alen Baum 
contributed some debugging 
software, Steve Jobs dealt with the 
machine's appearance, and Rod 
Holt designed the power supply 
Apple Il creator Steve 
Wiozniak was involved in a 
plane crash in early 1981, which 
resulted mn short-tenm memory loss 
W'ozniak spent some of his free 
time playing videogames on the 
Apple ||, which aided his recovery. 


The Apple Il's original integer 
BASIC was superseded by 
Applesoft BASIC, whwch offered 
floatng-point calculations. The 
name was derived from “Apple” 
and BASIC supplier “Microsoft” 
The Apple III, released in 
1980, was intended to 
succesd the Apple ||, and 
resolutehy focused on business 
users. To stop overiap between 
the systems, hardware was added 
to prevent Apple || emulaton 
mode using Apple !|| advanced 
features, and Apple |! emulation 
was also inaccurate. The machne 
was a flop, and the Appie |l line 


outved it applaZ.org.has more 


on the platform 


Mi É ma 


[iPhone] With the likes af Lamanade Stand, Mystary Houss, Oregon Trail 
and Transylvana on the App Store, Appla gaming comes full circle. 


RETROINSPECTION: APPLE II 


left) A revisan af the original Apple Il ad, amended after accusatons of sexism. See kellevad.com/histnuham for more on the incident, 


limitations, was hugely beneficial to 

Apple | gaming, providing a uniqueness 

lost on more advanced platforms 

“The C64 and Atari 800 soon became 

superior for action games because of 
buikt-in hardware for graphics and sound, but the problem | 
saw on those systems was that games tended to look similar 
because they were all rendering through the same API, the 
same graphics chip,” he says. “The Apple Il had no hardware 
for those things and so programmers had to invent their own 
ways Of getting graphics on the screen, and these different 
approaches led to a vast array of rendenng techniques that could 
provide you with unique identification of a programmer. | could 
look at a game and be able to tell you who wrote it because of 
his technique. That's one striking way that the Apple || allowed 
you to express your creativity: with a very open canvas.” 

In hindsight, the only real criticism of the system that 
developers have regards sound. Budge calls the audio on the 
Apple || “extremely primitive”, adding: “It was 
really hard to make sounds because there 
were no timers or interrupts. The only way 
to make sound was to toggle the speaker 
bit in various places in your programs main 
loop.” However, he says that in some areas 
the hardware bettered its rivals for years to 
come: “For example, the Apple Il had the 
fastest and most reliable floppy disk of any early 
home machine, which was great for distributing 
games. On Atari and Commodore, disk 
manufacture was a nightmare, and the drives 
were extremely slow.” 

Over the years, Apple's hardware continued 
to evolve, The Apple Il+ (sold in Europe as the 


improved case, and another RAM bump. The compact Ilc 
(integrated floppy drive, 128KB RAM) followed in 1984, before 
the line was radically revised with the Apple IIGS, essentially a 
powerful and highly capable next-generation 16-bit response to 
the Amiga and Atari ST, retaining backwards compatibility with 
older Apple II software via the Mega Il: an entire Apple Ile's 
functionality on a chip. 
But this was the beginning of the end for the Apple || 
line. No one at Apple was willing to champion the platform, 
instead concentrating on products that the company itself had 
led, such as the Macintosh, Left to sell itself, the IIGS inítially 
outperformed the Mac, but then stumbled and limped on until 
the early Nineties, when it was quiethy put down by Apple to 
stop perceived competition with its own Macintosh LC. 
Anyone with a love for videogames —- players and creators 
alike — had long since seen the writing on the wall, and had 
mostly deserted the ailing platform. Although the likes of 
Zany Golf and The Immortal onginated on the Apple IIGS, the 
platform that had practically been responsible for 
founding home computer gaming in the USA 
was resigned to receiving an ever-dwindling 
number of ports from rival systems. “Things 
were moving fast during that time,” remembers 
Gorlin. “The Apple Il was king of the market 
for years, but what initially made it good for 
games was its primitive nature. Naturally, 
then, it was soon replaced by better options 
for developers, and they moved on accordingly, 
as did the gamers.” 
Fast-forward to 1996 and Steve Jobs made 
a triumphant return to Apple, reversing the 
company's fortunes — at the time, it was 
suffering from record losses and à confused 


Apple Il Europlus) boasted improved startup and * The June 1984 issue af inCidermagazne, product line. Much of this sucoess was down 


BASIC, included 48KB of RAM as standard, and 
had enhanced graphics capabilities. However, 
between 1979 and 1983, no new hardware appeared. During 
that time, internal politics and squabbling caused Apple to 

drop the ball with the botched, business-focused Apple III, 

and it took a surprisingly hostile attitude towards the consumer 
market and hobbyists that had made the Apple Il a success 
Only when Apple finally twigged that the Apple Il was 
stubbomly refusing to die did the Ile project kick into gear, 
eventually producing an impressive low-cost machine — due 

to using a quarter of the integrated circuíts of the Il + — with 
80-column display capabilities, modifier and cursor keys, an 


Special thanks to Tom Charlesworth for kindly loaning the Apple Il 


which included John Romero's first 
published game, Scout Sesrch 


to re-embracing the consumer space that 
Apple had shunned for so long. While we'll 
never know if the Apple II could have survived to the present 
day in some form or remained a major player in gaming had 
the company that created it actually offered some support, 

its spirit lives on in the innovation of modem Apple consumer 
products, and the energy and novelty of myriad iPhone games, 
à number of which are conversions of or tributes to much- 
loved Apple II classics. And for the likes of Mechner, Gorlin, 
Romero and Budge, and many gamers of the day, the Apple Il 
will forever represent a magical time in home gaming that will 
never be forgotten. 
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THE BARD'S TALE 


» RELEASE: 1985 
» PUBLISHER: MICHAEL CRANFORD 
» BYTHESAME PUBLISHER: DONKEY KONG (APPLE ID) 


0 As with the excellent Ultima series, The Baro's Tale 


takes inspiration from TSR's Dungeons & Dr 


PINBALL 
CONSTRUCTION SET 
» RELEASE: 1983 


» PUBLISHER: BILL BUNGE 
» BY THE SAME PUBLISHER: RASTER BLASTER 


Here, though, the influences 


with the player able to take contro! of a group of 


adventurers whenever he wants to go dur 
Famed for its impressive 3D visua's 

animated portraits — although c 

- The Bard's Tale is a magn 

a huge amount of choic 

immeasurably on previous dunge 

released on the Apple Il ar 

to be ported to numerous 


three seque's and a construction set 


THE OREGON TRAIL 


» RELEASE: 1978 

» PUBLISHER: MECC 

» BY THESAME PUBLISHER: 
AMERICAN GENERATION X 


0 Unlike the other tives 


featured 


Oregon Trailis a 
Don't let that put 
like the Beeb's G 


Following the famo 

travellers can die, and + 
for food by typing in w 
you can. Due to its pop 
American schools, it wa 
im 1985 mith greatly improv 
and expanded huning 


with the ability 


to use a rifle to gun down targets 
The Oregon Trai!v 
on a mainframe comput 


appeared on the Apple 


are far more p 


KARATEKA 


» RELEASE: 1984 
» PUBLISHER: JORDAN MECHNER 
» BY THE SAME PUBLISHER: 
PRINCE OF PERSIA 
O Before Prince Of Persia 
beca SuC s 


02 Bill Budge's 1983 effort 
being the first construct 


stem. Following on from 


r Blaster, Pinball Constructon &£ 


CHOPLIFTER 


» RELEASE: 1982 
» PUBLISHER: DAN GORLIN 
» BY THE SAME PUBLISHER: AIRHEART 





PERFECT Tem: APPLE II 


Apple's 8-bit computer offered an astonishing variety of choice when it 
came to games and was also the birthplace of many popular franchises 


ULTIMA |: THE FIRST 
AGE OF DARKNESS 


RELEASE: 1981 
» PUBLISHER: RICHARD GARRIOTT 
» BY THESAME PUBLISHER: 
CITY OF HEROES 
With its dramatic box 


art, D&D inf 


LODE RUNNER 


» RELEASE: 1983 

» PUBLISHER: DOUGLAS ESMITH | 

» BY THESAME PUBLISHER: 
BODY HARVEST 

0 We've lost count of the 


nt 


the only thing 


PRINCE OF PERSIA 


» RELEASE: 1989 
» PUBLISHER: JORDAN MECHNER 
» BY THE SAME PUBLISHER: 
THE LAST EXPRESS 
O Released five years after 
Karateka, Prince Of Persia was 
a revelation to Apple || owners 


emember is Inspired by Raiders Of The 
felt like the Lost Ark, Mechner's masterpiec 
e when we was a fantastic fusion of hardcore 
platforming, exploration and 
exhilarating combat that captured 
the spirit of adventure flicks. À 
sensaton thanks to its incredibly slick 
visuals — Mechner used rotoscoping 
of his brother leaping and running 
around to pull off the spelibinding 
animation — Pnnce Of Persia turned 
imo a phenomenal success, and it's 
little wonder that so many gamers 


continue to love the Prince's exploits 


TAIPAN! 


» RELEASE: 1982 


BEYOND CASTLE WOLFENSTEIN 


» RELEASE: 1984 

» PUBLISHER: MUSE SOFTWARE » PUBLISHER: AVALANCHE PRODUCTIONS 
» BY THE SAME PUBLISHER: RESCUE SQUAD » BY THE SAME PUBLISHER: N/A 

O Hideo Kojima is com sec ng Not to be 

j's firs 8-bit adv r AL s venomous snake 

, ) strategy game that 


fused with either Ocean's interesting 


Clavell's novel Taí-Pan, 
ort placed you in the shoes 
ake his fortune via trading and 
lt's a truly enjoyable strategy title 
tter because you have so much 
re playing. Your ship can be upgraded 
rangeo, extortionists must be avoided, and 
7 distinct ports to trade with. À dazzing 
t remains highly enjoyable 
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H Complete 
History Of 
= bi EmRam 


Although Miner Willy is arguably 
the Spectrum's best known 
videogame character, Ultimate's 
intrepid explorer Sabreman 
nevertheless made his own huge 
impact on Sir Clive's machine. 
Stuart Hunt investigates the truths 
and myths behind Ultimate's most 
enduring mascot 
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rying to uncover any 
information about the 
Sabreman series, Ultimate 
Play The Game, or the 
Stamper brothers has always proven 
incredibly difficult. The brothers 
have always been famously forward 
when it comes to stepping away 
from press attention, only giving 
the occasional rare interview to 
very lucky and select publications 
- most notably Crash, for whom 
the brothers had a bit of a soft spot 
- but giving a charmingly frank and 
reasonable explanation why it is that 
they shirk the limelight. The reason 
boils down to two things: the first 
is time — perfectly understandable, 
of course, seeing that for many 
years Tim and Chris were managing 
director and technical director, 
respectively, for one of the biggest 
videogame studios in Britain; and 
the second is that the brothers 
have always felt that their 
games should do the 
talking. But while the 
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Stampers” silence is frustrating for 
anyone trying to glean information 
about their games, it was this air of 
mystique surrounding the company 
that drove the success of Ultimate 
and its games. And no Ultimate 
franchise demonstrated this thinking 
better than the Sabreman series. 

In 1980, Tim Stamper, age 21, 
was studying physics and electronics 
at Loughborough University. After 
becoming interested in the growing 
advent of micro technology, he decided 
to quit his course and took a number of 
jobs working on arcade circuit boards 
for various firms. When Chris asked 
his brother one day to assist him with 
one of his arcade projects, Tim was 
immediately hooked. And with the 
help of Tim's girlfriend (now wife), 
Carol Ward, and college friend John 
Latchbury, the brothers decided to form 
the Leicestershire-based company 
Ashby Computers and Graphics (ACG) 
in the exotic-sounding town of Ashby 
de-la-Zouch. Armed with a small team 
of software engineers, ACG started 

















= THE | ULTIMATE HERO: THE COMPLETE HISTORY OF SABREMAN é 


developing arcade conversion kits for 
license to various companies. In terms of 
Sabremar's history, probably their most 
notable arcade project was the quirky 
1983 title Dingo, which the Stampers 
produced in collaboration with Japanese 
developer Jaleco. Assuming the role 
of something that resembled a koala, 
your mission was to collect all the fruit 
scattered on colourful single-screen 
levels while avoiding things that looked 
like hopping pink unicoms - though it's 
feasible that these could be the 
titular dingos, as Sabre Wiulf 
later showed that the 
Stampers weren't averse 
to giving enemies top 
billing. Dingo played a 
lot like Pac-Man but had 
visuals awash with the same 
intricate detail and colour that we 
would later associate with the tropical 
screens in Sabre Wulf 

Eventually, though, the Stampers 
decided that coin-ops weren't 
marketable and so focused their efforts 
on the emerging British home computer 
scene instead, concentrating on writing 
games for the Spectrum and doing 
so under the label Ultimate Play The 
Game. Like all successful videogame 
partnerships, Tim and Chris took on 
different roles to make Ultimate a 
success. Tim was largely responsible for 
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of the two, took on most of the 
coding and programming duties. 
Ultimate's first commercial hit 
came in 1983 with the release of 
the 16K Spectrum game Jetpac. This 
was shortly followed by the bug-zapping 
title Pssst and the seminal adventure 
maze smash Atic Atac In a time when 
most home computer games were 
rudimentary variants of arcade titles, 
the trend that home computer and 
videogames should offer more depth 
and variety was first starting to happen 
with the release of Ultimate's early titles. 
The Stampers' games were spraviing 
arcade-style releases that couldn't be 
played in arcades, and they felt more 
epic than anything that had come before. 


E.) the in-game graphics and packaging 
x illustrations, while Chns, the older 
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Battletoads 
Spawning five games, all famed for 
their humour, variety and insane 
difficulty, the Battletoads — Rash, 
Pimple and Zitz — proved a popular 
videogame rival to the Teenage Mutant 
Ninja Turtles, and a great technical and 
creative showcase for Rare. 































Hr Pants 

Originally a crude mascot on Rare's 
website, the character later received 
his own GBA puzzler trtled lt's Mr Pants. 
Originally unveiled as Donkey Kong 
Coconut Crackers, the theme had to be 
altered following Rare's purchase by 
Microsoftin 2002, 


While very little is known about the 
character, Jetman was Ultimate's 

first videogame hero and went on to 
become a popular gaming character on 
the Spectrum. His popularity eventually 
led to him having his own comic strip 
series in Crash magazine. 








Banjo and Kazooie 


After gamers were left dumbstruck by 
Super Mario 64, Rare matched Nintendo's 
classic platformer with one of its own. 
Gorgeous and massive in scope, the 
original Banjo-Kazooie created a popular 
videogame double act as they worked as 
a team to solve puzzles. 


Hare Herdes 


We take a look back at Rare's impressive portfolio 
of games to remember some more of its heroes 















The Cast OF 
Killer Instinct 


Killer Instinct featured a roster of 
memorable fighters, including a semi- 

cameo from Sabreman himself [in wulf 
form). The series remains a popular 2D 
brawier, and Rare has teased fans with 
rumours of a third game for years. 


Diddy Kong 
Only Rare could breathe new life into a 
Nintendo character with such aplomb, 
Donkey Kong Country helped put Rare 
on the map, bring Donkey Kong back 
to life, and cement Rare's relationship 
with Nintendo. Diddy represents an 
indelible footprint of that relationship. 


























Kuros the knight 
Spanning a series of four games, of 
which Rare only developed the first 
and last, Wizards & Warmors games 
were hack-and-slash adventure affairs 
with Rare's trademark emphasis on 
collecting things. In each tide you 
assumed the role of the knight Kuros. 








Joanna Dark 
Rare performed magic once again with 
the sultry agent Joanna Dark. Not since 
the arrival of the intergalactic bounty 
hunter Samus Aran — and it's very likely 
that she had a big influence on Joanna 
— had gamers seen such a strong and 
belevable leading lady. 





Rattle and Roll 
While Rare handled the NES 
conversion of Marble Madness, ithad 
already touched on the isometric puzzle 
game formula with Bubbler. However, 
itwould really surpass itself with 

Snake Rattle N Roll, vvith its addictive 
gameplay and surrealist humour. 


Jet Force Gemini 


Jet Force Geminivvas an epic third - 
person action game that borrowed 
elements from Sabre Wulf, Banjo-Kazooig 
and GoldenEye Visually breathtaking, 
the game split opinion with fans, which 
is perhaps why Rare has yetto do 
anything else with the game's heroes. 
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Sir Arthur 
Pendragon 

While Ultimate favoured the Spectrum, 
the company produced a number of 


Commodore 64 titles. The most well- 
known offerings starred this recurring 
adventuring aristocrat across a series 
of action/puzzle games. 













































Conker 

Conker underwent a dramatic 
transformation for Rare's final N64 title. 
Originally a cutesy platform hero, Rare 
decided to rethink the character and 
turned him into a swearing antihero in 
an adventure that smacked a lite of 
Dude, Where's My Car?. 








Very quickly Ultimate positioned itself 
as an important and shining player in 
Spectrum gaming. While the company 
did write a number of Commodore- 
specific titles over the years, the 
Stampers chose not to handle CPC, 
MSX, BBC Micro and C64 conversions 
of their hit Spectrum games, but farm 
them out to third-party companies 
instead - most notably Firebird, which 
handied the C64 conversions of Sabre 
Wulf and Underwurde. Speaking to The 
Games Machine in March 1988, Chris 
Stamper explained why this was. 

“| never got to know [the C64] that 
much. You tend to focus on one area, 
and | think | was a Z80 programmer to 
start off with, and so | adopted the 
Spectrum. | had no trouble with 6502 or 
anything like that — the Nintendo 6502 — 
but | was working on the Spectrum and 
there were other people doing the 64." 

Tim, who is said to be the more 
business-minded of the pair, followed 
up with a slightly more mercantile 
reasoning: “We were interested in 
producing original games, and people 
wanted us to produce original product, 
so work for the 64 was really a 
job for somebody else. We 
could onty have produced one À F 
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» [Spectrum] Some reviewers criteised Sabre Widffor 
simply being Ani Atac in wuif's clothing. 

that introduced the world to the game's 

iconic pith-helmeted hero. Playing the 

role of a stumpy adventurer named 

Sabreman, your mission was to navigate 

through a colourful 2D tropical maze, 

made up of 256 flip-screens, to seek 

four pieces of the ancient ACG amulet 

- a subte nod to Ashby Computers 

and Graphics = that granted him safe 

passage by the Keeper guarding the 

exit to the maze. During his mission, 

Sabreman had to be watchful for enemy 

insects and tropical animals and defeat 

them using his trusty sabre - or, when 

tackling some of the bigger foes, such 

as hippos and boars, by frightening them 

with his fencing skills. On top of this, 

he also had to be watchful for the 
titular Sabre Wulf, an invincible 
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E] E. enemy that appeared in certain 
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conversions ourselves.” ar”, bi” areasofthe maze, and hadtobe 
In 1984, the first of a carefui not to get caught dawding 
the four games that Eca AN either as a deadly sentient fire 
make upthe Spectrum A mana ME cuia flash up to usher him 
Sabreman series was E Re o on his way. Sabre Wiulf was 
released. Sabre Wiulfwas Em. essentially an interactive maze, 
a colourful action game lar A butone brimming with intricate detail, 
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» [Spectrum] Knight Love singio-handediy “ERRA, 
revolutionised micracamputer gaming. ya 
gobsmacking colour and 
some satisfying hack-and- 
slash combat — although the 
fact that Sabreman couldn't attack 
enemies above and beneath him was 
a bit problematic. Look beneath its 
bright shrubbery and there were also 
some subte arcade accents to be 
found, likely influenced by the 
Stampers' arcade past. The game 
was two-player = though only in the 
Speccy and C64 versions and not at the 
same time - and its display had a clear 
and clean arcade feel to its layout. The 
game was full-screen with no intrusive 
object screens or inventory panels to 
encroach on your peripheral vision, with 
the high score tallies positioned at the 
top comers of the screen. 

Sabre Wiulf was the first Ultimate 
title to be adorned with the iconic 
Ultimate Play The Game frame 
packaging, and to also ditch the 
traditional €5.50 price point and retail at 
£9.95. In an interview with Crash, Tim 
revealed why ft was that they took the 
gamble to increase Sabre Wulf's price. 

“We were having a severe problem 
with the number of [ilegal] copies. And 
| think going from £5.50 to £9.95 was 
a bold step we took. The price was 
gradually creeping up, and | thought we 
might go the whole way and put the 
product out at a price that was realistic 
for the time involved in creating it. We 
were trying to create an incentive for 
the person who paid £9.95 to say, 'Hey, 
you're not copying my game!” 

The strategy worked. Sabre 
Wuif smashed all sales records for 
Ultimate, and even surpassed 
Activision's monster smash 
Ghostbusters. More 
importanthy, though, 
Chris and Tim had 
succeeded in 








» [BBC] To heip kecg the character fresh, Ultimate raeaked the look of Sabreman during the seres. 


lasting videogame hero in Sabreman. 
Boasting a memorable name and 
quirky look, thanks to his sword and 
pith helmet, Sabreman not only slotted 
perfectly into the archetypal mould of 
the 8-bit videogame hero — essentially 
an everyman character with a large 
nose and a hat — but the character's 
clean and chunky design also partnered 
brilliantly with the technical limitations of 
the Spectrum. 

But despite its popularity and 
commercial success, there was one 
cnticism that some reviewers levelled at 
Sabre Wulf Mary argued that rt was too 
similar to the Stampers' previous smash 
Atic Atac. Despite the improvement in 
visuals and the tweak in perspective, 
some felt that the game borrowed 
heavily from Atic Atac's maze layout and 
criticised the Stampers for not pushing 
the envelope quite as far as they had 
with their previous titles. With that in 
mind, t's no surprise that, for the next 
game in the series, the Stampers took 
a slightly different approach to the 
game. Undermuride featured a brand 
new side-on perspective, which gave 
the game an almost platform game 
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appearance. The gameplay also adhered 
to this platformer-style approach, with a 
fidgety-feeling Sabreman spelunking and 
jumping through the game's castle and 
deep through its underground caverns. 
While the viewpoint and gameplay were 
once again tweaked, Undenwuride still 
retained Ultimate's signature flip-screen 
design, this time across a colossal 597 
screens, making for another sprawling 
adventure. Perhaps the biggest change 
that the Stampers introduced with 
Undenwuride was disallowing enemies 
from directty killing or causing damage to 
Sabreman. Instead, they could only harm 
him by pushing him to his death. The 
story found Sabreman trapped 
in the cavemous Underwuride. 
Without his trusty sword for 
protection, Sabreman had to 
defeat one of three guardians 
blocking his escape by finding 
three weapons — a knife, dagger 
and torch — hidden in the 
caves. It was your job to help 
Sabreman find and use the right 
weapon against the corresponding 
demon guarding one of the 
exits. With three possible exits 
in the game, Undenyuride had 
three different endings and each end 
sequence led the player onto the 
path of the next three games 
that were planned for the 
Sabreman series. 
While Sandy White 
pipped the Stampers 
to the post by 







» (Spectrum) Pentagram had Sabreman drop the adventure 
threads for a Gandalf fancy dress costume 





£6 Chris and Tim succeeded in 
coming up with a classic and 
lasting videogame hero 77 


releasing the first 3D isometric game on 
the Spectrum with Ant Attack Ultimate's 
astonishing Knight Lore, the third tie 
in the Sabreman saga, blew away all 
competition. Nothing previously released 
on the Spectrum came close to touching 
Knight Lore on a graphical or technical 
level, Set inside the exquisitely detailed 
rooms of Melkhior's castle and running 
from Ultimate's impressive Filmation 
engine, Knight Lore vozed atmosphere 
and quality from every pixel. But it 
wasn't just the groundbreaking visuals 
and cartoon look that impressed and 
amazed fans; a couple of interesting 
changes had occurred in Sabreman 
too. Fully realised in 3D, and 
with only his eyeballs and 
big round nose visible from 
undermeath his pith helmet, 
this more cartoon Sabreman 
was perfectly suited to the 
game's astonishing new 
design style. And that wasn't 
all, as after being bitten by 
the Sabre Wulf, Sabreman is 
left battling with lycanthropy, 
transforming him into a werewolf at 
nightfall. The game's premise found 
the adventurer searching the wizard's 
castle for the items needed to rid him 
of his lupine state, VVith a time limit 
of 40 days and nights to complete his 
mission, which dries up pretty quickly 
in the game world, timing and planning 
was needed to solve the tricky action- 
based puzzles and glean the required 
ingredients. The innovative Filmation 
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» [64] To escape the maze of Sabre Wánk players had to 
find four parts of an ancwnt amulet 





engine also allowed Sabreman to 
interact with objects in the game, 
adding a real sense of freedom to 
the game and its puzzes; something 
never really seen before on the 
Spectrum. Ultimate also ensured that 
Sabreman's lycanthropy formed an 
integral part of the gameplay. In his 
wulf state, Sabreman could leap 
higher to solve puzzles that would 
otherwise be impossible, but was 
more vulnerable to particular types 
of enemy. But perhaps the most 
shocking thing about Knight Lore was 
its timing. Speaking to Crash, the 
Stampers later made the starting 
revelation that Knight Lore was written 
before Sabre Wiulf was even finished. 
The brothers had admitted to purposely 
holding back the game's release for 
fear that no one would buy Sabre Vyulf 
after seeing the new engine in action. 
“Knight Lore was finished before 
Sabre Wulf” said Tim, speaking to 
Crash, "but we decided that the market 
wasn't ready for it. Because if we 
released Knight Lore and Alien 8 — 
which was already half-finished — we 
wouldn't have sold Sabre Wulf So we 
sold Sabre VVulf, which was a colossal 
success, and then released the other 
two. There was a little bit of careful 
planning in there. But they could have 
had Knight Lore possibly a year earlier 
- we just had to sit on it because 
everyone else was so far behind.” 
Given the popularity of the Filmation 
engine, and the fact that a number 
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of software houses and 
programmers quickly set 
about trying to capitalise 
on its popularity, the 
Stampers saw no reason 
not to do the same, and so 
released more Filmation titles over the 
coming years including Alien & (1985), 
Nightshade (1985) and later Guntright 
(1986). It was also around this time that 
the Stampers set up a sister company 

to Ultimate named Rare Designs of 

the Future, which they later curtaled 

to the far snappier name of Rare. kt 
transpired that as far back as 1983, while 
busy writing Jetpac, the Stampers had 
kept a watchful eye on the emerging 
Japanese videogame market, and had 
been secretly getting to grips mith 
programming for Nintendo's Famicom 
console. The Stampers had once again 
predicted another big shift that was 
about to occur in the British game 
market. The thinking behind this new 
enterprise was that while Ultimate would 
handle the brothers" microcomputer 
output, all Nintendo and console releases 
would fall to Rare. This turned out to be 
a savvy move by the brothers, because 
by 1986, around the release of Gunfright, 
revigwers were expressing concerns 
about Ultimate's dependence on its 
Filmation engine. Eventually, realising 
that there was nowhere else they could 
take the Spectrum, and that it wasn't 
beneficial to company expansion to 
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continue producing games on 

the machine, Tim and Chris 

decided to sell part of Ultimate 
to US Gold, remaining majority 
shareholders in the company, and tum 
their attentions to Rare and breaking the 
console market. 

Because its release fell after US 
Gold's part-acquisiton of Ultimate, 
there has always been doubt over the 
true authors of the next game in the 
Sabreman series. Pentagram's story 
found Sabreman on a mission to locate 
the titular star-shaped artefact. To 
complete his mission, he had to fix five 
broken obelisks using magically charged 
well water and then collect five pieces of 
stone to make up the magical relic. After 
curing him of his lycanthropy, Sabreman 
befriends the magician Melkhior and 
chooses to become his apprentice. Now 
a wizard, Pentagram marked the first 
time in the series that Sabreman ditched 
his adventunng gear, opting to wear a 
wizard robe and grow a beard instead 

Given that Pentagram didn't quite 
match up to the splendour of previous 
Sabreman games, and that, in another 
interview with Crash, Chris named 
Guninight as the final game that the 
brothers had worked on together, its 
believed that Pentagram was either 
written by Tim or Chnis alone, or by 
a team of US Gold programmers. 
Confusing matters further, of course, is 
the fact that the brothers had a history 
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Ultimate's engine powered some of 
the most visually impressive Spectrum 
games and set the company on its 
future path of technical innovation 












Alien & 1954. 


Essentially Knight Lore set in outer space, 

the Stampers' second Filmation title saw 
players control a square-looking maintenance 
droid whose mission is to keep alive the 
slegping crew of a spaceship by finding 

the missing components needed to fix the 
ship's cryogenic life support machine. While 
its formula is similar to Knight Lore, the 

sci-fi theme feels unique enough to make it 

a classic inits own night The Stampers later «mo 
revealed that it was well into development 

before the release of Sabre Wiulf 























Nightshade 1955 


Often mistaken as an episode in the 
Sabreman series, Nightshade was, in fact, 
a standalone adventure game. Essentially 
a mixture of Undenwuride and Knight Lore, 
but using scrolling screens as opposed to 
static ones, you played an adventurer who 
must rid a village of evil by vanquishing 
four demons. Not a patch on Kmight Lora, 
and in fact quite inferior in many ways, this 
was the firsttime that voices of dissent 
were really starting to be heard from 
Ultimate fans. 





GunFfright 1356 
Wihereas Alien 8launched Filmaton 

into space, Gunfright shifted the engine 
to the Wild West. Playing the role of a 
town sheriff, who looks remarkabhy like 
Sabreman - possibly an ancestor — your 
mission was to clean up a town riddled with 
outlaws. Split into three stages, the first 
saw you practising your aim by shooting 
money bags, the second saw players 
patrolling the streets to find and capture 
nine wanted fugitives, and the final one 
finished in a dramatic gunfight. 


Bubbler 1357 


The most technically advanced of alithe 
Filmation titles, this sought-after Speccy and 
Amstrad title has fetched some astonishing 
prices on eBay and was the second game 
ofthe three post-Stamper Ultimate games. 
Bubbler was essentially a Filmation take on 
titles such as Spindizzy and Marble Madness. 
ltfinds the player transformed into a globule 
of slime by an evil wizard, and trying to cure 
this gluey state by corking bottles of magic to 
weaken his oppressor. 
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The first Sabreman tie was A new direction and new 

a 20 flip-screen adventure. perspective for Sabreman 

itfound pith-helmeted hero pum saw him jumping around the = ss 
Sabreman trying to find pieces dank cavernous world of 

of an ancient amulet and Underwurlde in an enjoyable 


escape the titular Sabre Wulf. side-scrolling 2D platformer. 
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brothers collectively before Gunfright 







was even released. Regardless of who that development of Mire Mare was just how popular the series was with 
the true author of Pentagram is, it held back by Ultimate dunng US Gold's Spectrum owners, it's improbable that 
would be Ultimate's final Sabreman partial takeover to ensure that it was fts the Stampers would have blocked the 
release, and the most ambiítious of its final release. But it's believed that the release of the final game, regardless of 
Filmation games. Stampers grew disillusioned with US any ill feeling between them and US 
The true casualty of US Gold's Gold after leaming of the company's Gold at the time. It's far more likely that 
partial buyout of Ultimate was the final strategy to focus on budget re-releases the senes was a victim of timing. As 
unreleased episode in the Sabreman over investment in new titles, and as the brothers had nghtiy predicted, the 
saga: Mire Mare. The much talked a result the game was never finished, market was changing as the reign of the 
about final episode in the series, despite While many fans have assumed that microcomputer was coming to an end. 
being mentioned in the endings of Mire Mare would keep the Filmation look It would be 19 years before we 


Pentagram and Undenmuride, never of both Knight Lore and Pentagram, would finally see Sabreman retum to 










actually found a release, E in 1990 it was revealed on our screens in his own game, Before 
Only the Stampers know Rare's website that the game then, of course, the character had made 
the truth, but that hasn't would have played more like a number of subtle cameo appearances 
stopped various conspiracy Sabre Wulf The website also in various Rare games, fuelling the 
theories from surfacing claimed that the basic game belief that another Sabreman game 
on the internet, and a design of Mire Mare was was on the cards. He was the main 
convenientiy anonymous finalised, but coding never inspiration behind the character Count 
former Ultimate staffer commenced because Von Sabrewulf in Killer Instinct, and 
claiming that the game of time. In hindsight, also had a minor cameo in Banjo-Tooie, 
was finished. While entirely it's very unlikely that the where he appeared frozen inside a block 
speculative, it's rumoured = | game was finished, Knowing of ice on the stage Hailfire Peaks. Rare 
has also made reference to Sabreman 


in the games Viva Pinata and in the GBA 
version of Donkey Kong Country, and 

at one time was even rumoured to be 
working on à racing game based on the 
Sabreman universe. Titled Sabreman 
Stampede, it was speculated that the 
game would have been adapted from 
the cancelled Donkey Kong Racing 
GameCube game. In 2004, Rare 

finally decided to revisit the character 
properly by giving him his own game. 
And once again it saw another change 
in the look and gameplay style of the 
series. Released for the GBA, and 
confusingly titled Sabre Wiulf the game 
wasn't a portable remake as many 

fans assumed but more of a cutesy 


» [Spectrum] To this day there is 
stil uncertainty over the trua 
authorship of Pertagram 
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Knight Lore 


ltwas the game that changed 
the face of Spectrum gaming 
forever. This pioneering 
isometric 3D adventure smash 
saw Sabreman trying to cure 
himself of Iycanthropy after 
being bitten by the Sabre Wulf. 




















































» [Amstrad] The Stampers later revanlad that Krught Lora 
was written before the release of Sabre Wit 






» [GBA] Sabre Winf's colourful cartoon look polarised fans, 
but wa loved al the refarances to past games. 
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» [Arcade] Dingo was a colourful-looking arcade title by 
ACG that has a spockiy similar lookto Sabre Wes 











Pentagram 
Sabreman ditched the helmet 
and shorts for a wizard getup 
in his fourth and final Spectrum 
outing. This time he was on a 
mission to find the scattered 
pieces of a magical artefact 
known as the Pentagram. 
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Gi.H 
We probe Rare's ex- 
head of studio, Mark 
Betteridge, about those 
buming Sabreman 
questions 





EE Did the Stampers ever tell you where the 
idea for Sabreman originated? 

Sadly no. Maybe the result of watching 
Carry On Up The Khybertoo many times? 
Sabreman was designed to make sure 

the player knew they were in the hands of 
an experienced, intrepid explorer before 
dropping them into the middle of the jungle 
or at the entrance to an ancient castle. 
ltwas probably a bonus that he was a 
quintessentialhy British character on a 
quintessentialhy British computer, 


E Why do you think he proved so popular 
on the Spectrum? 

Isuppose a lot ofitwas down to the games 
themselves making such an impact, and 
Sabreman being a representative for 
them. He was the common thread that ran 
through the whole series, and the way 

his characteristics changed between the 
games — explorer, werewolf, wizard — kept 
him interesting. 


E Could you tell us everything you know 
about Mire Mare? 
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Hire Mare 
Unretenses) 
Little is known about the 
planned but unreleased final 
chapter in the saga, though 
it's been rumoured that the 
game would have played 
more like Sabre Wilf 













Weill, there was cover art, which we posted 
onthe Rare website when it was plucked 
out of Tim's original artwork portfolio back 
in the late Ninetes. | don't think the game 
itself ever got very far; it certainhy wasn't 
completed. There was every intention of 
finishing and releasing it, but Ultimate's time 
on the 8-bit home computers turned out to 
be limited before it morphed into Rare and 
changed direction. 


E Why was Sabre Wulfresurrected for 
the Game Boy Advance as opposed to a 
home console? 

The team just wanted to do something 
with one of the old Ultimate properties, 
and handhelds seemed like a good place 
to experiment with the popularity and 
relevance of past franchises. The style 
ended up being very different, but Sabre 
Wiulfon the GBA turned out really well, as 
did Jetpac Refuelled on Xbox Live Arcade 
later, We like to revisit the old IP from time 
to time, but with over 25 years of characters 
and series to work with and the constant 
need for new titles on top of that, we can 
never make everything that we want to! 


EE Whose idea was itto stick him in 
Banjo-Tooie and was there any truth to the 
ET EST 
Thatwas lead designer Gregg Mayles. 

The Banjoteam are known for including 
self-referential bits and pieces, from the 
posters in Grabbed By The Ghoulies to the 
game discs in Banjo-Kazooie: Nuts & Bolts. 
In Tooie's case, Gregg needed a character 
that had been frozen in ice for years and 
he wanted itto be someone recognisable, 
so he went all the way back through Rare's 
history to Sabreman. There were no N64 
Sabreman games proposed — Taoie vas his 
onhy appearance on the system. 


E Tell us a líttic about Sabreman Stampede 
on the Xbox. 

ltwas conceived as a sort of Xbox 
successor to the similarly unreleased 
Donkey Kong Racing template featuring 
jungle animals instead of vehicles, but 
itsoon evolved into something more 
adventure-based, which better suited the 
character. One of the senior team members 
recently described it as “like Jambo Safari 
and Grand Theft Auto rolled into one”, Make 
of that what you vvill! 
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STORY OF SABREMAN 


Sabre Wulr 
GB) 

The last game to star Sabreman - 
saw him don his pith helmet once “" Pu 
again for a colourful side-scrolling : 
platform game that shared a few : 
similarities with Rare's Donkey "E 
Kong Country series. a 





1 Jd , pm] 








» [GBA] Some 19 years lator and Sabreman is still being hounded by his old nemesis. 


reboot of the series. À side-scrolling 
platform romp that shared a number 
of similarities to Rare's Donkey Kong 
Country titles - most notably that many 
of the missions required Sabreman to 
enlist the help of various jungle creatures 
— it saw Sabreman travelling to a variety 
of villages, all taking their names from 
Ultimate games, to solve the puzzles 
required to enter Sabre Wulf's various 
lairs. VVhile Sabreman had taken the 
platform game route once before with 
Underwuride, the epic and mature feel 
that the series is renowned for was 
lost among the cute and colourful 
aesthetics of this portable outing, 
and left many fans disappointed and 
confused as to what Rare has in store 
for the character 

Whatever the future holds for 
Sabreman, it's clear that the character 
still features prominently in Rare's 
impressive catalogue. The very fact that 
the character has continued to crop up 
in various Rare titles over the years is 
unmitigated proof that the company 
obvioushy holds a lot of adoration and 
fondness for the character. And while 
many passionate retro fans would be 
happy for Sabreman's adventures to 
continue on for many years to come, 
we can understand Rare's want to use 
the character sparingly. In terms of 
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quality, the worst thing Sonic ever did 
was become a household name. The 
popularity of Sega's zippy mascot is a 
contributing factor to why he quickly 

got enveloped by annoving penpheral 
characters and silly gameplay gimmicks 
as Sega tried to capitalise on his 
popularity. Even Mario, unarguably the 
most popular videogame character in 
history, has been lent out to projects 
less befitting of his stature over the 
years. Can the same really be said 

about Sabreman? While his 2004 return 
might not have been quite what fans 
had in mind for their hero, the GBA title 
was still an enjoyable and quirky platform 
adventure, and has done nothing to 
tarnish the heritage of the character. 

It's just a shame that, in 2007, the 
Stampers left Rare, as unless they 

plan on making a triumphant return to 
the games industry any time soon, it's 
looking increasingly unlikely that we 

will ever get to hear the definitive story 
behind the Sabreman series, 

that US Gold relationship and 

what actually happened to 
Mire Mare. One thing is 
certain, though: if we 
are fortunate enough 
to ever find out 
the truth, you'll be 
the first to know. 
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The Making Of... 





The world's first free-roaming 
starship simulator, Star Raiders 
was the killer application that 
boosted sales of Atari's early 
home computers like no other. 
Mike Bevan talks to programmer 
Doug Neubauer about the 


creation of a truly groundbreaking 


3D space shoot-em-up 


COMPUTER ADVENTURE 


STAR RAIDERS” 


IN THE RNOU 


» PUBLISHER: ATARI 





» DEVELOPER: IN-HOUSE 


» PLATFORM: ATARIE: BIT. 2400.5200,57 





» RELEASED: 1979 





» GENRE: 30 SPACE SHOOTER 





» EXPECT TO PAY: £5+ 
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he star-date is 1979. 
Space Invaders is just a 
year old, Pongiis barely 
out of nappies, and Pac- 
Maniis yet to unleash on the world 
its yellow, pizza-faced protagonist. 
Atari, buoyant on the success of 
its 2600 console, is gearing up for 
the release of its first generation of 
home computers. Gamers bemoan 
the comparatively high price of the 
new machines and retum to the 
straightforward but enjoyable 
thrills of the VCS games catalogue. 
Then, seemingly out of nowhere, 
comes Star Raiders. 

While space-themed shooters of 
the era — the likes of Galaxian and 
Space Invaders - put you in simple 
single-screen firefights, Star Raiders 
gave you the commander's seat of 
a starship for a full-on, genuinely 
cinematic “mission”, defending a 
clutch of friendly star bases from 
the invading forces of the Zylon 
Empire. Compared to the static 
shooting galleries of many popular 
videogames, Star Raiders was a 
revelation, portraying a 3D star field 
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through which players could plot 
their ship's course with the help of a 
simple but versatile “Galactic Chart”, 
engage the Zylon battle fleet, and 
strategise in real-time. 

It wasn't hard to see why Star 
Raiders soon started flying off the 
shelves, along with Atari's first two 
home computers, the 400 and 800. 
Given the public interest in space- 
themed sci-fi in the wake of the first 
instalment of the Star Wars saga, 
gamers and closet Luke Skywalkers 
alike went gaga for the immersive 
intergalactic action that the game 
offered. Many customers reportedly 
bought Atari computers just to play 
Star Raiders. 

Surprisingly for such an innovative, 
compelling title, its creator, Doug 
Neubauer, had never written a 
published game before. With a 
background in electrical engineering 
rather than game design, Neubauer 
was one of the many early classic 
game programmers to fall into the 
industry on a whim. “| remember 
having the choice between working 
at National Semiconductor in their 





calculator and home computer! 
videogame department, working 

at IBM in their electric typewriter 
division, or working in San Diego 

at some aerospace company,” 
Neubauer reminisces. “Videogames 
and home computers looked a lot 
more interesting, not to mention 
fun. In hindsight, | think | made the 
right choice.” 

“Lwas hired at National by Richard 
Simone, who went on to head 
Atari's “dedicated game” console 
department,” he continues, “which 
paralleled Jay Miner's 'cartridge- 
based" game console department.” 
It was a move that Neubauer soon 
made himself. At Atari, he would 
be one of the key figures in the 
development of the POKEY sound 
chip, which graced the company's 
400/800 computers, along with 
a number of migrant employees 
from National. “The chip design 
department at Atari was more like a 
traditional semiconductor company, 
with senior design architects 
coming up with the overall design 
specification, and then folks like 
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THE MAKING OF: STAR RAIDERS 
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me, the logic and circuit designers, 
implementing the spec,” he recalls. 

The transition from circuit to 
software design, as Neubauer began 
to start work on the programming 
project that would become Star 
Raiders, was prompted by a period 
of downtime during his hardware 
design duties. “POKEY was finished 
and we were waiting on the other 
two chips to be completed,” he 
remembers. “My work was pretty 
much finished, except for helping 
the test engineers get the POKEY 
test fixture up and running. Atari 
was pretty laid back, and | was 
working for the legendary Jay 
Miner, who let me work on the 
game. Also, | think Star Raiders, 
along with the other early games, 
helped in finding any bugs in the 
Atari 400/800 chips.” 

Inspired by the text-based 
Star Trek game doing the rounds 
on mainframe computers at the 
time, Neubauer set about creating 
something that he really wanted to 
play himself: an ambitious simulation 
of 3D space combat. “Battlestar 


a [Atari 8-bt) Tha hypenvarp sequence. On higher 


levels players must keep the crosshar central to avoid 
jumping past thair destination by several ight yoars. 


66 Neubauer created something 


that he wanted to play 


himself: a 


simulation of 3D space combat 77 


Galactica was “the” sci-fi TV show,” 
he says, confirming the influence 
behind the game's Zylon enemies. 
“Other influences were Star Trek, 
Star Wars, THX 1138, War Of The 
Worlds and 2001. Also, any number 
of science-fiction stories by Isaac 
Asimov, and Dune by Frank Herbert. 
“| should confess that | never 
actually played the old Star Trek 
game. | just listened to other 
programmers describing the game 
and looked over their shoulders a 
few times. The game just didn't look 
that interesting to play, but it looked 
like a good idea for a galactic chart.” 
The backbone of Star Raiders, the 
Galactic Chart, is the arena for the 
strategic element that, coupled with 
the enjoyable, fast-paced 3D combat, 
so impressed players at the time. As 


you 'hyperwarp”, Kirk-style, between 
its grid-like sectors, enemy ships 

go about the business of trying to 
surround your star bases like a game 
of real-time interstellar chess. 

“Not having played the game, | 
didn't have any improvements in 
mind, but | had a rough idea of how 
the Galactic Chart should operate,” 
says Neubauer, “with star bases 
where you refuelled and repaired 
damage. Also you had to defend 
the star bases from enemy fleets. | 
'borrowed" a number of ideas from 
Star Trek and Star Wars, such as the 


3D cockpit view, the attack computer, 


and the hyperwarp graphic.” 

The hyperwarp sequence, with 
its movie-like transition of rushing 
stars as you hurtle to your next 
destination, turned out to be one of 











SULARIS 


ALTHOUGH STAR RAIDERS Il may be the 
official sequel, many fans of the original 
will point to Neubauer's own Solaris as 
the true successor to the original game 
Solaris may alter the perspective from 
a firstto a third-person view similar 
to Konami's Gyruss, but it retains the 
frantic 3D sprite-based dogfighting of 
Neubauer's debut, and is a massive 
technical accomplishment for the lowly 
2600. Published in 1986, late in the life of 
Atari's ageing console, many consider the 
game to be the ultimate graphical tour de 
force for the system 

"Eoidnt consider Soloris as a sequel 
to Star Raiders, although | guess it kind 
of is, comments Neubauer. “They both 
fly through space, they both have Galactic 
Charts, and Solaris extends the game 
with flying an the planet surface and 
through a trench. 

“For a time, the game that eventually 
became Solaris was going to be used 
as the game for The Last Storfighter, but 
this plan got tossed when Jack Tramiel 
bought the company. | think Star Raiders 
had better gameplay, though, and | 
much preferred Star Raiders” explosion 
graphics. Also, | think | prefer the pure 
cockpit view of Star Raiders.” 
























RETRO GAMER COLLECTION VOL.S 





193 


The Making Of amu 
STARRAIDERS 


1: Nobody Rnew the álgorithms 
for 3D motion, so | sat down with a 





STAR RAIDERS (ATARI VCS) 1982 
Generally regarded as a rather weak port of 

the Atari 400/800 original, this version shrinks 

the Galactic Chart from a 36-by-16 grid to a mere 

4-by-4, giving players a much more limited Raiders 

experience, It was also expensive by VCS standards, 

as it came packaged with an exclusive touch-screen 

pad controller. 


STARMASTER (ATARI VCS) 1982 

Atari's biggest gaming industry rival, Activision, 
considerably bettered the official VCS port with 
its own take on the format. Programmed by ex- 
Atari game designer Alan Miller, Starmaster 
featured more impressive and detailed graphics, 
a larger Galactic Chart, and enjoyably frenetic 
deep-space action. 


PHASER PATROL (ATARI VCS) 1982 
Designed by Dennis Caswell, more famous 

as the creator of a certain Impossible Mission, 

this was possibly the finest Raiders clone on the 

VCS. The downside was that the game was only 

compatible with the Starpath Supercharger, a device 

that increased system memory, bundied in for a 

whopping 544,95, 


SENTINEL (COMMODORE 64) 1984 

Owners of Commodore's beige bread bin who 
were understandably envious of Atari-owning 
schaol friends could do a lot worse than pick up 
Synapse Saftware's slick, visually attractive take 
on Star Raiders, as Zzap!64 magazine keenly noted 
when it was re-released in the UK on the budget 
Americana label. 


CODENAME MAT (2X SPECTRUM) 1984 
Micromega's ambitious Raiders-esque shooter 
it stands for 'Mission: Alien Termination' if you were 
wondering — is one of the best games of its type on 
the Speccy. Here, the familiar grid-style star chart 
is supplemented by an ingenious global 3D long 
range scanner, showing the positions of enemies in 
your vicinity. 


STAR RAIDERS Il (VARIOUS) 1986 
Developed without Doug Neubauer, wha had 
long left Atan as a full-time employee, this is Raiders 
in name only, starting life as a home computer 
version of the later abandoned Last Starfighter 
movie licence. Its firefights above pseudo-3D planets 
are pretty, but the depth and classic appeal of the 
original is largely absent. 


STAR RAIDERS (ATARI ST) 1988 

The only l6-bit version of Raiders is disappointing 
to say the least, The “improved” graphics aren't 
actually very good, the controls feel floaty' and 
odd, the aft view and tracking computers are next 
to useless, and, worst of all, it's far slower than 
the original, Also, criminally there's no mention of 
Neubauer in the in-game credits 


BATTLESPHERE (ATARI JAGUAR) 2000 
Clearly developed by Star Raiders fans, and 

one of the last full-blown Jaguar games, 

Battlesphere's single-player campaign plays like 

a next-gen Raiders, as you battle a variety of 

beautifully texture-mapped enemy craft and direct 

your fleet against enemy star bases and multiple 

factions in real-time. 
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piece of paper and worked it outJ7 


the signature moments of the game. 
On lower levels players can simply 
relax and enjoy the view, but higher 
difficulty modes require manual 
intervention en route. 

“Initially | was going to make the 
hyperwarp more complicated, where 
the player was going to have to do 
some kind of calculations in order to 
make the jump, like Isaac Asimov's 
The Stars, Like Dust, but it didn't take 
too long to realise that it was a dumb 
idea in terms of gameplay for an 
action videogame,” he chuckles. 

Given the graphic limitations of 
the first-generation Atari computers, 
Neubauer remembers struggling 
with the routine for the 3D combat 
initiated by warping into an enemy 
sector. “As far as | know, it was the 
first 3D space game,” he says. "| 
asked around Atari if anyone knew 
the algorithms for 3D motion, but 
nobody did. At the time there weren't 
really any other space videogames 
out there — that | was aware of, 
anyway. So | wasted a few weeks 
trying to figure out the equations, 
until | finally sat down with a piece of 
paper and worked out the geometry. 
The hard part was figuring out the 
rotation algorithm without using 
sines and cosines.” 

Regardless of his lack of farfiliarity 
with the capabilities of the hardware, 
Neubauer's efforts paid off, with 
some surprisingly visceral ship-to- 
ship fights as players fling photon 
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torpedoes across the starscape 

while dodging incoming fire with 
judicious use of thrusters and shields. 
Neubauer states candidly that he 
might have been able to come up 
with something even better with a 

bit more experience of the Atari's 
graphics chip: “The Atari 800 had 
something like four sprites, that | 
really didn't know how to use very 
well at that time, so | think there are 
only two bad guys on the screen at 

a time along with your two photon 
torpedoes and one enemy torpedo. | 
could have got more bad guys on the 
screen by reusing the sprites like | did 
with Solaris on the 2600." 

Along with the realistic star field, 
another highlight was the use of 
spectacular particle explosions, 
similar to those seen in Defender. 
“Once | had the algorithm down for 
the 3D motion, the star field was 
pretty simple,” comments Neubauer. 
“Ditto the explosions, except that 
trying to calculate the positions of 
that many particles using my crummy 
16-bit multiplier code slowed down 
the game. One interesting detail was 
getting the star field to work in the aft 
view. It's more complicated than the 
forward view.” 

Worth pointing out is Neubauer's 
innovative 'targeting computer, 
which automatically tracks enemies 
from forward to aft as they circle you; 
surely the first example ofan auto- E 
tracking camera seen in a videogame. 
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» [Atari 8-brt] The long-range scanner 
tracks the position of any enemy 
ships in the vicindy, alowing you to 
adjust your course and intercent 
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PUBLISHER 
HIGHUIGHTS 


PONG ircruseo; 
SYSTEM: ARCADE, ATARI 2600, 
ATARI 5200 


YEAR: 1972 


MISSILE COMMAND 


SYSTEM: ARCADE, ATARI 2600, 
ATARI 5200, LYNX, GAME BOY, 
XBOX LIVE ARCADE 

YEAR: 1980 


BREAKOUT 


SYSTEM: ARCADE, ATARI 2600, 
ATARI 5200 
YEAR: 1976 


u [Atari B-ba) Acting shuelds wil protect you from mstant 
death by enemy torpedo, but your ship's systems can stil be 
damaged and you'll deplete precious energy. Head to tha 
negrest friendly star base to repar and refuei 






























The game's Al was 
equally impressive, 
even if Neubauer 
admits that he had to 
“dumb down the Zylon 
brain to something 

on the order of a 
turnip” in order not to 
overwhelm players. 
“As | remember, the 
bad guys would randomtly pick a star 
base to attack, and then each enemy 
fleet would choose the shortest path 
to the star base,” he explains. “This 
algorithm didn't quite work, as from 
time to time the bad guys would get 
stuck. | added a little randomness to 
their path so they could get unstuck. 
On the higher levels, they move a 
little faster and they get smarter, in 
that there's less 'randomness” in their 
attack algorithm.” 

Star Raiders is particularly 
impressive for the fact that Neubauer 
wrote it to be capable of running on 
the low-end Atari 400, in a measly 
8K of memory. “We ended up with 
a lot of ugly spaghetti code to make 
everything fit on the cartridge,” he 
reveals. “For example, if the graphic 
of an enemy ship ended in a O byte, 
and the starting byte of the next 
graphic was also a O byte, then the 
programmer could overlap the two 
bytes of the two graphics, with the 
net result of saving a byte. In this day 
and age that sounds kind of pathetic, 
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when even a small JPEG image is 
greater than 8K.” 

One game feature that Neubauer 
had to abandon due to memory 
restrictions would famously become 
a key feature of the classic space- 
trading game Elite when it debuted 
five years later on the BBC Micro. 

“| wanted to be able to fly into the 
star base for docking,” he says, “but 
E didn't have enough bytes in the 
ROM to do that. Although, for some 
reason, when | did Star Raiders, | 
wasn't thinking about flying through 
a trench or flying onto the surface 
of a planet.” 

Although David Braben has stated 
that he wasn't aware of Star Raiders 
when he started working on Elite, 

a feature they do both share is a 
quirkily humorous ranking system. 
While Elite grades players from 
'Harmless' to 'Elite”, Star Raiders 
rookies will soon become familiar 
with the phrases “Galactic Cook' 
and “Garbage Scow Captain”, while 
veteran space aces can aspire 

to the ultimate accolade of “Star 
Commander (Class 1). 

“| didn't want to just have a 
number score, so having rankings 
like in the military seemed natural,” 
explains Neubauer. “And, of course, | 
threw in a few gag ratings when you 
[o [o [ad dio [o Eco E [o Jojo RARA 

The game's release on cartridge 
format was wildly successful for 


THE MAHING OF: STAR RAIDERS 





» [Atari 8-be] Star Raiders was ahead of its time in 
simulating damage ta separate ship systems. Here we've 
lost our targeting computer in an asteroid hit and we'll 
have ta locate enemies menualiy until it gets repaired 


nJAtari 8-bet] The particle explosons in Star Raiders were 
impressive for ther te, even if they do slow the game 
down. Note the attack computer bottom-right— ane of 
the first nstances cf a radar scanner m a 3D game. 


Atari. Players loved the fact that 
they could plug in their copy and 

be scouring the galaxy for space 
vermin in mere seconds. Computer 
magazine reviewers, particularly in 
the US, were ecstatic. Conversions 
for the Atari VCS and later the 
16-bit ST computer followed, along 
with a sequel, Star Raiders ||, with 
which Neubauer actually had no 
involvement. But like many others in 
the industry at the time, Neubauer's 
rewards for his pioneering original 
creation were minimal. 

“At that time, Atari wasn't doing 
royalties,” he says. “Only later 
in '83 or so did they start paying 
programmers royalties, mainly to 
keep any more from leaving and 
starting up their own companies. 
| had left Atari to work at Hewlett- 
Packard, so | missed out on a lot of 
the press. When | came back in 1981, 
it was kind of amazing, but if there 
was any kind of ego thing involved, 
the crash of '83 cured it.” 

However, perhaps the most 
deserved tribute came in 2007, when 
Star Raiders was selected by a panel 
instigated by Stanford University 
as one of the ten most important 
videogames of all time, joining such 
notable entrants as Zork, Tetris, 
Civilization and Doom. Asked what 
he makes of this, Neubauer's reply 
is typically humble and concise: “It's 
pretty amazing, actually,” he says. 
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WHISPER IT... IT'S GOOD 


PUBLISHER: ULTIMATE PLA 
RELEASED: 1983 

GENRE: ARCADE 
FEATURED HARDWARE: 


EXPECT TO PAY: £2.50 (R 
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Back in 1983, 

Ultimate released 

Pssst, Chris and 

Tim Stamper's 

gaming follow-up 

that rode hot on 
the heels of instant classic Jetpac 
Neither game had been unveiled 
to much fanfare, but quietly they 
began to grow on people 
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NAVIO BRADEN 


Elite. Need we go on? In 1984, David Braben co-created one of the best 
videogames ever made. Stilltopping polls Ses the games open-ended 


gameplay and 3D graphics were truly groundbrea 


with David Crookes, Braben reveals all 


A QUARTER OF a century has passed since David 
Braben and lan Bell sat down at Cambridge University 
to work on Elite. The game went on to shape 
videogaming as we know it, proving to be hugely 
influential for generations of developers. It was a 
seminal moment in gaming's short history and yet we 
cannot help but feel that, had this occurred in music or 
film, the mainstream media would have devoted more 
space to it. That didn't happen. But it was celebrated 
at GameCity in Nottingham, where Braben and Bell 
took to the stage to discuss the game's impact on 
their lives. David Crookes caught up with Braben to 
leam more about his life in videogaming to date. 


RETRO GAMER: Let us 
start by going back to your 
days at school in the late Sixties 
and Seventies. Computers and 
gaming didn't really exist, so what 
were your aspirations back then? 
DAVID BRABEN: At school | was 
very much into physics and that 
was my major passion 
| enjoyed seeing how 
things worked 
and | also loved 
making things. 
| felt fascinated 
by science, but at 
the same time, | enjoyed 
unleashing my creativity. 
H: Were you considering a 
career in science back then? 
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DB: | liked the idea of being a 
research scientist. You know, looking 
into... well, lots of different things, 

| suppose. kt was very interesting 

[ have also been fascinated mith 
astronomy for a very long time. | am 
amazed at how little we understand 
the whole shebang. | mean, | look up 
into the sky today and | realise that 
it was only quite recently in historical 
terms that we had any idea of what 
kept the sun warm. And you know, 
we still don't understand gravity. 
"5: Would it be fair to say that 
you have a natural instinct to 
explore and discover? 

DB: | think so. There are a huge 
number of things that are out 

there that we have almost no 
comprehension of, you know? 

In fact, the things that we do 

have comprefension of are a very 
small percentage of what there is 

to understand 

»: How did you get into the 
development of games? 


DB: Well, | did sciences at university. 


| went to Cambridge to study natural 
sciences, which is specialising 

in physics, and in parallel | got a 
computer and started playing around 
with it. And | was fascinated by 3D 
graphics and put together various 
graphical things. | wanted to make a 
game because that seemed the best 


ng. In an exclusive interview 


way to make use of graphics, ff you 
see what | mean. It sort of started life 
as a hobby. 

» But if gaming hadn't existed, 
do you think you'd have become 
an astronomer, perhaps? 

DB: Quite possibly, yes, but you 
never really know, You know, if 

that hadn't... games hadn't taken 
my fancy, maybe something else 
would. Personally, that was the path 
when | went to university that | was 
imagining | was going to go down 
»: Can you remember the first 
time you played a game? 

DB: Well it wasn't when | was a 
child because there were no such 
things at that time. When | went 
into the sixth form, games had just 
appeared in pubs and arcades. There 
were some Space Invaders cabinets 
from Taito - you know, the original 
Space Invaders. And then when | 
went to university, or maybe it was 
when | was still in the sixth form, | 
seem to recall seeing Galaxian and 
then Pac-Man 

» Did they fascinate you? 

DB: The games then were very 
much centred around coin-operated 
machines. They weren't in the home 
| remember a machine came out at 
the end of the Seventies, where you 
had these six games and a machine 
that you plugged into the television 
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DAVID BRABEN 


Elite 1984 

Zarch 1987 

Virus 1988 

onqueror 1990 

lite Plus 1991 

ampaign 1992 
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NGampaign ll19o3 

É Frontiaid tEncounters 1995 
WV2000 1998 

EITe he'New Kind 2001 
Wallace & Gromit 

n Project Zoo 2003 

Dog's Life 2003 

MErBDaster Tycoon 3 2004 

4 ” RollerCoaster Tycoon: 

Za Wild! 2005 
RollerCoaster Tycoon: 
Soaked 2005 

Thrillville 2006 

E Thrillville: Off The Rails 2007 
; LostWinds 2008 
Dark-Horizon 2008 
LostWinds: Winter 

Of The Melodias 2009 
Kinectimals 2010 
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nithe chair with 


it would just make bleeps and it had 


rip-offs of Pong, Breakout, those sort 

of things. But, to be honest, computer 
games were just a hobby. They weren't 
as engaging as they are now, If that 


makes sense 


So games didn't 
particularly grab you 
right from the start? nd) 


These earlier agarre indi 
fla came along a mada the gar ripar 


Eve Onfine have 


it late for me. | was en obvious nunes from Br 


gem, but Elite is à 


already moving on by moro remarkabio for hava 
then, if that makes q! ses 
sense. | mean, we 

didn't have a computer 

at school until | was 

in the sixth form. 

But | was always 

fascinated by the sort 

of clever things that 

these machines could 

potentially do. 


It sounds as if you were 
more interested in how games 
were constructed rather than the 
games themselves... 

Yes. | quite enjoyed subjects like 
maths. | was a bit of a saddo at heart 
[laughs] but | remember seeing an 
advert for an Acorn Atom, and you had 
to buy it as a kit and put it together. | 
remember being fascinated by the idea 
that you could build a computer to do 
things and | got very excited that using : e 
very, very simple logical steps you could solids. Gar sed the ir to control a cr 
make something really complicated asas E PE Dare a 

Did this extend to your future arch is his Ea E odor iai STO or E 
in programming? On other formats, t . rebadged as Vírus, but it lost little 

When | was a lot younger | had RE IN TD À ' hopping 978 0 
Lego and the mindset of making realhy reis 
complicated things out of things that 
were quite simple was really exciting ROLLERCOASTER TYCOON 3 
| think that's what got me interested 
| mean, the Lego had gear wheels 
with it and you could make really quite 
complicated machines out of what 
seemed quite simple things. And it's 
that same sort of fascination, | think 
with programming = designing things 
that could be exciting — but at the same 
time a way of trying out different sorts 
of technological solutions to things 

Given your love of physics and 
astronomy, it's little wonder that 
you created Elite... 

One of the very first things | wrote IHOUGH BRABEN WAS not ir q : BRABEN IS USED to making an impact, but eve Mihot fones 
on a computer was an expanding star RollerC Tycoon 3, ame o oprments how important d e w , on the 
field. | wanted to actually be able to fly assive hits. / 1ing became more é td), SO team sizes Nintendo Vil. It gr u t won à Game of the V 
through a star field, and | remember pise 


3 use the V emote a game and be 


writing this in BASIC. | was really on st ; gar c players control nd had potential. Tt 
crestfallen because | was expecting it VLS O CENA FU sultant on this third ga ) r 


orked with Bre 


to run really quickly because at the time 


1d contributed to Fte 


| thought, "Oh, it's only drawing a few he PC, mak m an t of Braben's sucoess 
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dots'. But you had to draw them again 
and again in a moving perspective 
and it took 10 or 20 seconds to 
draw them all up, so | was really 
disappointed. | was expecting ft to be 
magical, you know; something really 
interesting to behold 

Did you give up on BASIC? 

| started leaming machine code 
But | suppose the link between 
astronomy and gaming was ironic 
in that my very earty program was 
driven by my astronomical interest 

Was there something of a 
parallel berween astronomy and 
programming? Were they both 
appealing because they allowed 
open-ended exploration and the 
pushing of boundaries, or is that a 
bit of a strained comparison? 

That's probably a brt strained. | 
think = and it's not just astronomy but 
most science — that there are actually 
great vast areas that we know pretty 
well nothing about or we have various 
sorts of understandings of to some 
degree, but they're 
with programming, there's just the 
fascination of what you can do mith 
it. It's like building a fantastic structure 
from bricks. Bricks are very simple 
but you can make amazingly complex 
structures, and | suppose one of 
the things | learnt then was that by 
very, very simple steps you can get 
things that appear to be extremely 
complicated. | don't know if you 
know about mathematic functions like 
the Mandelbrot set, but | remember 
being amazed at how, with such a 
simple equation, you can get such a 
complex outcome. | think it's a whole 
exciting, fascinating thing to do from 
a programming point of view, And 
what Vl say is that the things that 
| was fascinated with back in the 
Eighties in terms of computing stil 
ose all of this is what's 
behind the sort of things we know 
with the Elite galaxy. 


complete. And 


exist. |s 


How did you 
get started on Elite? 


Well, I'd put 
a lot of time into 
playing around with 
3D graphics and 
3D spaceships, and 
how to draw them, 
and how to draw 
them very quickly, 
and then | met lan 
Bell at university and 
he was working on 
a game called Free 
Fall with Acornsoft, 
and | thought, “Oh, it 
would be excellent to 
make a game from 
this and publish it. 
| showed him my 


>> David Braben picks up the 
Development Legend Award at the Develop 
Industry Excellence Awraris in 2005. 


&& My early program 
was driven by my 
astronomical interest 33 


spaceships flying 
around with sort of 
3D star fields and 
things like that. 


How receptive was he? 

He was very receptive, But 
the problem we had was that 
fundamentally as a game, it would 
just be too empty, so v 
know, we talked about h 
could make it more interesting, have 
a galaxy to fly around trading and all 


that sort of thing, and that's where 
Elite was born. | mean, trading came 
from the neea for an excuse, almost 
a justification for wihy the player was 
vhat they were doing. We 
't want a game that just took ten 
minutes to play 


Did you feel it 
would be a success 
from the start? 


DB: Well, we knew 
it wasn't similar to 
other games out 
there at the time 
and so when we 
came to getting the 
game to market, we 
started to struggle. 
We'd already been 
turned down by 
ublishers and | think 
ve said a lot publicly 
about Thom EMI 
rejecting the game. 
| think the point was 
the game was very 
different to what was 


DAVID BRABEN 


out there and so we 
were confident that 
it was going to do 
really well. 


What was your biggest fear? 
| think really, certainhy my 
biggest fear was someone else 
getting there first, doing a good 
3D game before we did, and | was 
obviousty delighted that it didn't 
happen. But it's one of those things 
that once it's there, | thought other 
eople would see it and go, 'Oh 
ww. | wvill do one like that," and we 
uld just be one of many. | think we 
were very lucky in that we had the 
field to ourselves for quite a while 
Can you take us through how 
you went about visualising Elite? 
We didn't really have any doubts 
about what we were doing because 
riting the game for 
ou nd we were just hoping 


we were 


that there would be other people like 
us. That this was a game we would 
have liked to play was the point. The 
bigger doubts were either that we 
were going to get somehow ripped 
off, or someone else would do a 
similar game and come out before 

we did, you know, because why 
were we in any way special? VVe 
were lucky really. VVe thought maybe 
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someone else had started before us 
and kept nt secretive 

Was it difficult juggling 
programming with your studies? 

Yes, it was a challenge because 
the masters for Elite went off for 
cuplication about a week before 
my end of final exams. So that was 
difficult balancing prioríties 

How did your friends react 
to the game and the time you 
spent on it? 

They probably thought | was an 
idiot, but nothing changes. I'm sure 
they still do. [laughs! Good friends 
were supportive. They just thought 
it was a bit of fun - you know, a job 
on the side. | think they were mostly 
critical actually, but in a good way. 

Did you envisage setting up 
a company when you first had the 
idea for Elite? 

No, the company came a lot 
later actually, because even after Elite 
and then several other games were 
released we worked with other people 
but worked with them as contractors 
rather than employees, you know, or 
a common company or whatever. 
And really the company came out 
of just the need to be able to put 
together a much bigger team and to 
sort of formalise it all 

Without wishing to jump 
ahead too much, you also created 
Zarch for the Acom Archimedes 
and you produced it in three 
months. Again it was 3D - are 
we right in saying that you're not 
interested in 2D? 

| was just really fascinated with 
3D. And once I'd done it, | became 
very familiar with it. It was a very 
strong differentiator. Other people 
didn't have it, if that make 
so games with 3D stood well clear 
of the huge number of 2D games 
that were around 

Do you still have a preference 
for 3D games? 

Yes, but it depends what for 
The movement doesn't have to be in 
3D, but the richness of the imagery 
benefits from it. | mean, even if you 
think of most 2D games, they're 
still fundamentally 3D, They're just 
someone who has drawn a 3D 
impression on a 2D square. In the 
same way much of the motion of 
LostVVinds is 2D, it's still in a 3D world 
because it looks beautiful. | think 
there's a lot of false distinction made in 
many ways because most 3D games 
are 2D in terms of motion. You know, 
there's very little up and down in a lot 
of 3D games. You know, look at Call 
Of Duty: it's only just 3D in terms of 
motion. It's a fantastic game and no 
one would say ft's not a 3D game, but 
it really depends what you do with it 
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So when E 
look back to 2 
ames such as Jet 
Willy, how did 
you view them? 


| found them 

very frustrating 
but quite fun. 
| remember... 
oh, what was It 
called? The one 
with the big 
duck flying 
around 
and Irttle 
ostriches 
going up 
and down 
ladders. 

Chuckie Egg? 


Chuckie Egg, 
that's the one. You 
know, some of them were 
quite addictive and quite 
fun with interesting puzzle 
mechanics. But, it's a bit like 
saying to a chef, “You like 
doing desserts. What about 


this?” | think there's space for all of 
them. | did enjoy a lot of them but | 
was very much more focused around 
3D. And my hentage was around the 
BBC Micro. | didn't have a Spectrum 
until much later so | didn't really play 
any Spectrum games, so by and large 
| didn't get to grips with many of the 
2D platformers that were well- 
known back then 
Did you look at those 
games and think, '! don't 
want lives. | don't want 
time limits”? 
Yes, these games didn't 
influence Elite directly; 
itwas almost the 
opposite. What 
annoyed me with a lot 
of these 2D games 
is not that any one 
game was poor; it's 
just they were all very 
derivative of each 
other and they all had 
the same expected 
playthrough time — a 
huge frustration factor, 
which | thought was 
not necessary. You know, 
in other words, you'd do the 
same piece of gameplay 
over and over and over again 
until it ground you down or 


&& Some publishers were not 
ready for it, as they had an 
expectation for games 33 


eventually you managed to succeed 
It caused some problems — certainly 
some publishers, like Thom EMI, 
were not ready for it, as they had an 
expectation for three lives, score, and 
ten-minute playthrough times 

Do you think in some ways, 
then, that repetition has been bad 
for the reputation of gaming? 

Hthink mts a lot of the reason that 
many parents have an impression of 
games being very damaging, because 
some games are very repetítious. | 
mean, one of the beauties of looking 
at Retro Gamer now is most of the 
games that Retro Gamer refers to are 
the games that were really good at the 
time. | think we all tend to forget, much 
as, you know, the pop charts of the 
Seventies and Eighties were absolutely 
full of tat. There were lots of rubbish 
games around that we've forgotten 
about, which is maybe just as well 

What was the worst game you 
played at that time? 

God, they all run together. | 
remember Horace Goes Skiing, 
thinking, “Is that really the game?' 
| was quite shocked at how poor it 
was. There were a great many games 
that were okay, but there were just so 
many retreads of previous games. | 
would occasionally go into the shops 
to have a look at what was coming 
out and | thought, "Wait up. That's the 
exact same gameplay mechanic as this 
other game. It's just they've changed 
the characters.” That was particularly 
the case with licences at that time. I'm 
trying to remember the exact ones. | 
remember the Ghostbusters licence 
stood out on the Commodore 64 as 
actually having some novel gameplay, 
but, in general, film games were really 


>> David Braben gives a talk at GameCity 
im Nottingham, focusing on LosYimis He 
is a regular atthis annual event. 
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David was just 19 
when he created Elite. lan 
Bell was 20 


David is now in his 
27th year inthe 
gaming industry 


David married Katharin 
Dickinson in May 1993 in 
Cambridge 


David was awarded the 
Development Legend 
Award by Develop 
magazine in 2005 


Elite was originally 
released in 3 versions: for 
the Acomn Electron Tape, 
BBC B tape and BBC B 
disk. It ended up on 17 
different formats 


Elite's universe contained 


8 galaxies, with each 
galaxy containing 256 
planets 





Elite scored 5 stars in 
Beebug in 1984 


lan Bell estimates that 
Elite sold 600,000 copies 
in total 


Retro Gamers pollto 


find the all-time top retro 
game in 2004 put Elite at 
number 1 


David employs more than 
200 people at Frontier 
Developments 


>> Ofall Braben's successos since 1984, his first game Elito still ranks as his number one. 


almost verbatim copies of other games 
but with different imagery attached, 
Yes, so | think there were a lot of quite 
poor games, as well as some very 
good ones 

Such as? 

Well, by the late Eighties and 
early Nineties, | think there were a lot 
of good games. | remember Populous 
being a really nice breath of fresh air, 
and also, you know, prior to that, during 
the Eighties there were an awful lot of 
quite nice, clever mechanics. They're 
sort of isometric 3D games. They had 
some quite interesting puzzles. 


Do you think 
it was easy to make 
a game that stood 
out back then, given 
the repetition that 
you point to? 

Well, | don't think 
all the games were 
repetitive. | just think 
they would write a 
few that were. | think 
games today have 
something unique 
and memorable 
about them. When 
| think back, | really 
enjoyed Defender, 
from Williams. It was 


a very nicely paced 
game and quite .. 
difficult. It still 
fitted into " dias 
the mould / 

of other / 
games / 

with ( 

the sort 

of three . 
lives, getting an 

extra one every 

now and again, 

but it felt different. 
The mechanic was 
different, the fact that 
the screen scrolled... 
It broke new ground. 


cpa 


ug 


How has gaming changed 
today, do you think? 

We've now got a whole load of 
3D shooters: first-person shooters. 
And the ones that really are memorable 
and stand out are the beautifully 
executed ones that often bring in new 
mechanics. | mean, compare Call Of 
Duty: Modem Warfare 2 with some 
of the other less successful games 
that are trying to do the same, in the 
same sort of arena. It's because Cal! 
Of Duty is doing such a good job of it 
The same was true of the Eighties. You 
know, there were games that were 


A 7 


” mean, to be honest, when 


DAUID BRABEN 


-— 


qui = essentialy 
as É. É 

Pads me too, 

ão ad pf and then 
E Pd there were a 

Did 4 E 4 

: A 'ew conspicuous 
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that were really lovely. | 
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games started to move into 3D 
there was a lot of resistance to it, 
but | thought it was really refreshing 
| remember getting — a lot later now 
—- Mano 64 on the Nintendo 64, and | 
thought that was wonderful. That was 
really good and it was a great transition 
from the 2D Mano. It kept the spirit 
but actually introduced a whole load of 
new gameplay elements 

How important are graphics to 
games nowadays? 

ks important to create games 
that look good, but that doesn't 
necessarily mean they have to be 
photorealistic. The most important 
thing is to entertain people while 
enticing them in. If you look at 
something like Pixar's desk lamp, 
it draws empathy from the viewer 
even though it's not human, so you 
don't have to produce something 
that looks exactly like real life for it 
to be engaging. The representation 
is the most crucial thing. But visuals 
are as important now as they were 
back then and | do think we need to 
develop human behaviours in games 
— that's essentially animations — mostly 
subtle and backed up by good artificial 
intelligence. Players want a certain 
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level of realism so human characters 
must have eyes that look away or 
engage us directly, depending on the 
circumstance. Ve need the small 
visual facial clues like blinks, smirks 
and so on and we also need in-game 
conversations to have some sort of 
mood, to be able to break them off 
and interrupt people to influence 

the ongoing dialogue exchange. If 
you're saying something important 
and someone walks away, you'd be 
really annoyed and would probably 

let them know. 

*: Do you look at contemporary 
games, then, and think how 
massive you could make Elite if you 
produced another sequel? 

DB: Yes. But | won't be drawn on the 
obvious next question! 

"O: When will Elite 4 be released? 
DB: There it is. 


Hs: Okay, so when 
you made Elite, did 
you feel that a raft 
of “me too' games 
would follow? 


DB: Yes | did, and | 
was surprised there 
wasn't. | mean, 
there were, but there 


weren't very many. 
“o: And why is that? 

DB: Looking at things like Jet Set 
Willy and the number of games that it 
spawned, there were huge numbers, 
With Elite, | think it may well be that ft 
was the step of going from nothing to 
something 3D. Programmers had to 
understand 3D, whereas with Jet Set 
Willy and games like that there were 
a lot of tools around to help you do it, 
which | think perhaps was why there 
were a lot of 'me too' games of that 
type. Elite had that extra expertise and 
you had to have a bit of mathematical 
knowledge or it could have become 
very hard. Very hard indeed. 

"5: You worked with lan Bell 

on Elite. How did you find 
working in a pair? 

DB: k was great. Writing Elite was 
really good. We both worked very, 
very hard. Thereafter, | think lan lost 
motivation. It was much more hard 
work then, and then, after Elite, we 
went our 

separate ways 

Ho: With the 

Elite sequel, 

you worked 

alone. Was 

it hard? 

DB: kt was 

great. It felt 

good at first. 
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You feel, 'Oh wow, | can do what | 
like now. It was only after that that | 
decided | really needed a team to be 
able to do a game in a much shorter 
time because expectations of what's 
in the game changed dramatically. | 
think we'd [David and lan] have carried 
on working together because lan was 
great to work with when we were 
doing Elite, but | think he got other 
interests and the hunger had gone 
*0 Did your hunger remain? 

DB: Well, | think that... | mean 

| wasn't particular driven by the 
money of it. | was more driven by 

the excitement. And | think that, if 
anything, that got greater because Elite 
created so many opportunities 

20: Was it more about the creative 
process for you? 

DB: Yes, exactly. | think it's. 

you know, it's no difference, in 

a sense, building a game to 

building a fancy model out 

of Lego or whatever. It's 

that fun of creation 

and going, "Wow, | 

made that”, and 

tis a real buzz to 

see something you 

made in the shops 

* 0: You've said in the past that 
you are concerned that the UK 


DB: | feel that we 
haven't yet seen the 
birth of gaming and 
that when people look 
back in years to come 
they will question 
when it started. | think 
they will point toa 
stage at some point in 
the future rather than 
at any point in the 
past to date. VVe need 
to stop being 
so keen on 


f 7 mirroring 
the film 
industry. 
Instead, 


we need to 
step back 
é and analyse 
- what gaming 
is. It was a while 
before filnmakers 
recognised that | 
film was a narrative 


&& | wasn't particular driven by 
the money of it. | was more 
driven by the excitement 77 


gaming industry is suffering due 
to tax breaks being offered abroad. 
Is enough being done to protect 
games developers in Britain? 

DB: | have heard that the UK games 
industry is bigger than the UK film 
industry and the UK television industry 
put together. There is little doubt that 
the industry will grow further as it 
matures. The risk is this growth will 
continue to happen abroad, until we no 
longer have critical mass in the UK 


Ht5: You also said 
during pa talk at 


am 
that you felt 
the industry 
had yet 
to begin. 
What did 
ou mean 
by that? 


medium, and | think 
it's been a while 

now to recognise 

that games are not 
necessarily a narrative 
medium. When you 
look at a film like Star 
VVars, which | love to 
watch, you realise that 
the actual narrative is 
rather simplistic and 
actually quite dull. But 
you are immersed into 
a world very different 
to our own, and . 

that is what gaming 

is about. You don't 
necessarily have to 
have a story because 
the player forms their 


own by exploring their 
own world. 


“0: Going back to your games and 
looking at Frontier, if there was 
any criticism, it was that the space 
combat was too realistic. Some of 
our readers feel that it could have 
had more of an arcade method of 
ship-to-ship combat. 
DB: It was probably a mistake, at least 
the way it was realised in the end. 
"0: So what non-Elite game are 
you most proud of? 
DB: That's an interesting one. | 
suppose Zarch because it came out 
in such a short time; such difficult 
circumstances, you know. It was 
a real challenge to get it out. | had 
three months from having a prototype 
machine to the game having to ship. 
That's the fastest I've ever done a 
game, but I'm quite proud of the result. 
“0: And if you had to go back in 
time, would you change anything 
about Elite? 
DB: To be honest, messing with the 
past is a strange thing. If, for example, 
we had added some wonderful 
feature, which meant that Elite came 
out a few months later, then perhaps 
it would not have done so well, 
because the following year Acorn was 
taken over by Olivetti. If it were not 
so successful then maybe it wouldn't 
have gone onto other platforms 

It reminds me of the fable of the 
millionaire businessman who started 
his career not being able to read and 
write. When asked, “Wow, what if 
you could read and write?', he replied, 
“Then | would have got the job as a 
clerk, and would probably still be a 
clerk. Timing and luck is very important 
in business, and being in the right place 
and time is key. 
“0: Hyou hadn't co-written Elite 
and started on a career in games 
development, what do you think 
you'd be doing today? 
DB: | think, given that | was always 
fascinated with 3D, if | hadn't met 
lan, say, or we decided not to work 
together or whatever, or we fell out 
a bit earlier, | would like to think that 
| would have still done a game. | was 
already planning to write one before 
| met lan Bell. | would still have done 
a 3D game. It would have still been 
spaceships because | already had 
spaceships. It may have some of 
the factors of Elite. | would guess it 
wouldn't have been as good because 
often, you know, two people looking 
at a problem is better than one, so 
| would imagine that | would have 
still done games but it would have 
been different. And if that hadn't have 
worked out, | think | would have 
been a research scientist. dra 
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DAUID BRABEN 


YOU RoSR THE 
JUESTIUNS 


Ve were inundated with questions 
for David Braben, who managed to 
answer a good selection of them 


Why was docking in Elite made 
so blimming hard? 
People were 'hard' in those days! 
More seriously, we didn't set out to 
make it hard; if anything, we set out 
to make it easier. The problem is it is 


something that is fundamentalhy tricky, 


aligning a ship in 3D and matching 
rotation rates, wiile your elbow is 
stapled to the table in that you can 
only move in certain directions. 


Which game do you wish you 
had written yourself? 
A tricky one. Some of 
Miyamoto's games 
stood out as games 
to be proud of, 
especially Mario 64 
and Zelda: Ocarina 
Of Time on the 
N64, so | would 
choose those! 


Who's your 
favourite 
Doctor Who? 
Jon Pertwee, | think, 
although | quite liked Tom Baker 
in some of the episodes. Perhaps I'm 
showing my age! 


Was Star Raiders an influence 
on Elite? 
No. It probably should have been, 
but neither lan nor | were all that 
aware of games on “other platforms/, 
as neither of us had, or could afford, 
an Atari 800 


Which would you rather be: a 
manager of a large, successful 
software house, or a hands-on, 
backroom coder once again? 

No question: running a software 
house, as the things that are possible 
with a large company are simply 
impossible otherwise 


Are there any projects you 
regretted never finishing? 
Sometimes | wonder how things 
might have tumed out. The most 
obvious one was First Encounters — if 
Gametek hadn't been involved, how it 
might have tumed out 


| remember reading that you 
placed a little note inside the 
Electron you used to do the 
Elite conversion. Has it, to your 
knowledge, ever been found? Any 
clues to where that machine might 
have ended up? This could be the 
start of a treasure hunt... 
No, | don't know if it has been 
found. Electrons were pretty tough 
machines, so there was not a lot of 
cause to look inside them. Perhaps 
someone bought one second-hand 
from Acorn? 


Was there an 
Atari 800 version 
commissioned? 
No, though we did 
want to do one 
But | think by 1984 
itwas low on the 
list, sadly. We had 
our work cut out 
doing versions of 
Pá Elite, both lan and 
|, and a number of 
very dilgent contractors 
working with our ugly code on 
17 different platforms! 


Do you think that you will ever 
work with lan again or is there too 
much animosity? 

To be honest, | think it is unlikely. 


With the success of the current 
Nintendo formats, any plans to 
convert the Elite series to them, or 
to do a Virtual Console release? 
We consider a lot of things... Of 
course, we have been involved 
with development on the Wii, with 
LostWinds being a major success. We 
just wrote this game for ourselves, 
and that's one of the reasons why 
we enjoyed the process so much. It 
was produced by 12 people over four 
months, so it harks back to the early 
days of games development 


Computer games come and 
go, but what are your feelings 
knowing that you released a truly 
timeless classic? 
Proud! 
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RETROINSPECTION: PLAYSTATION 


PlayStation 


THE NAME PLAYSTATION HAS BECOME SYNONYMOUS 
WITH VIDEOGAMING, BUT SONY'S ROUTE INTO THE 
INDUSTRY WAS ANYTHING BUT STRAIGHTFORWARD. 
- JOIN DAMIEN MCFERRAN AS HE CHARTS THE HISTORY 
— OFWHAT IS ARGUABLY ONE OF THE MOST IMPORTANT 
CONSOLES OF ALL TIME 


t's almost impossible to conceive 
it now, but prior to the 32-bit 
PlayStation's launch in 1994 there 
were real doubts in the media 
over its chances. Over 100 million 
hardware sales later, such pessimism 
seems woefully misplaced, but it's 
easy to forget just how many hurdles 
Sony had to overcome to make a 
success of its first piece of videogames 
hardware — and media scepticism was the 


to good use and produce its own videogame hardware. The 
industry was growing at an alarming rate thanks largely to 
Nintendo's hugely successful NES and Game Boy systems, 
and Sony was keen to obtain a foothold, 

The initial agreement between the two firms was that Sony 
would produce a CD-ROM expansion for the existing SNES 
hardware and would have licence to produce games for that 
system. Later, it was supposed, Sony would be permitted 
to produce its own all-in-one machine - dubbed PlayStation 
- which would play both SNES carts and CD-ROM games. The 
format used by the SNES-based version of the PlayStation was 


least of those problems. 
The PlayStation concept 
actually has its roots way back 
even before the 16-bit generation had 
hit the marketplace — 1988, to be precise 
Always thinking a few steps ahead of 
its rivals, Nintendo was actively courting 
manufacturers to create some kind of 
expanded storage device for its Super NES 
console, which was in development and 
due to hit the market in just over a year 
Sony - in conjunction with Dutch 
electronics giant Philips — was working 
on a new format called CD-ROM/XA, a 
new type of compact disc that allowed 
simultaneous access to audio, visual 
and computer data, making it thoroughly 
compatible with the medium of interactive 
entertainment, Because Sony was 
already being contracted to produce the 
SPC-700 sound processor for the SNES, 
Nintendo decided to enlist the electronics 
manufacturer's assistance in producing a 
CD-ROM add-on for its 16-bit console. 
For Sony, it was a dream come true 
Having been instrumental in the production 
of the ill-fated MSX computer format, 


the firm never hid its desire to become a key player in the 
burgeoning videogame business. Therefore, an alliance with 
what was unquestionably the biggest and most famous name 
in the industry would not only help elevate Sony's standing; it 
would also enable the company to set the wheels in motion 
for its ultimate plan: to put its consumer electronics experience 


SPECIFICATION 


Year released: 
1994 (Japan), 1995 (US/Europe) 


Original price: /39,800 (Japan), 
$299.99 (US), £299.99 (UK) 
Buy it now for: 210+ 
Associated magazines: 
PlayStation Plus, Official 
PlayStation Magazine, Play 


Why the PlayStation was great... 


Some would argue that the 
videogame industry in the mid- 
Nineties was in dire need of a 
boot up the backside, and the 
PlayStation delivered this kick. 
Technologically groundbreaking 
and supported by a wide range 
of third-party developers, the 
machine is home to countless 


classic titles. While some of these 


games have aged badly, most 
remain just as essential today as 
they were over a decade ago. 


called "Super Disc”, and Sony made sure 
that it held the sole international rights — im 
other words, it would profit handsomely 
from every single SNES CD-ROM title that 
was sold, It was a match made in heaven: 
Sony would instanthy gain a potentially 
massive installed base of users ovemight as 
the SNES was a dead cert to sell millions 
of units. SNES users would upgrade to the 
new CD-ROM add-on when they knew 
that Nintendo's cutting-edge games would 
be coming to it, and Sony would make 
money on each software sale. VVhat's 
more, once the all-in-one PlayStation was 
launched, Sony would gain even more in 
the way of profits and become a key player 
in the videogame industry. The man behind 
this audacious scheme was Ken Kutaragi, 
the engineer also responsible for producing 
the aforementioned SNES sound chip. 
However, behind the scenes Nintendo 
was predictably far from happy with 
the proposed arrangement. It was very 
protective of its licensing structure, which 
allowed it to extract massive royalties 
from third-party publishers. Allowing 
Sony leverage in this sector would only 


damage Nintendo's profitability; the Kyoto-based veteran 
reasoned that it should be making the majority of the profit 
on SNES CD sales, not Sony. The plan — if ít came to fruition 
— would ultimately benefit Sony far more than Nintendo: the 
former would merely be using the latter as a way of getting 
a ready-made market share and would eventually become 


INSTANT EXPERT 


E The Sony PlayStation is the first 
videogames console to sell over 
100 million units worldwide 


HH Gran Turismo is the system's 
bestselling title, with 10.85 million 
copies sold 


The PlayStation can generate 
360,000 flat-shaded polygons 
per second 


E With only 2MB of main RAM, 
the PlayStation struggled with 
2D titles that required lots of 
animation frames, while its rival 
the Saturn fared better thanks 
to the fact that It had twice the 
amount of memory and could 
be expanded still further with 3 
separate cartridge 


 Approximately 7,900 
different games were produced 
for the PlayStation during its 
W-vyear lifespan 


E Cumulatively-speaking, 
PlayStation software sales stand 
at an astonishing 962 million 
units worldwide 


HM Each Sony Memory Card came 
with 128KB of storage for save 
game data. Higher capacity third- 
party cards were also available 


E The console's impressive sound 
processor can handle 24 channels 
of audio 


EH Early versions of the machine 
were afflicted with skipping FMV 
and sound, thanks to the poorly 
designed nature of the CD drive, 
Later models rectified this issue, 
but early adopters still shudder 
at the memory of having to place 
their beloved consoles upside 
down in order to get them to 
work properly 


E Early UK adverts for the 
machine featured SAPS - the 
Society Against PlayStation 

-— à fictional organisation that 
was committed to preventing 
the console from ensnaring the 
country's youngsters 
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RE IROINSPECTION 


a determined rival as a result. 

Nintendo president Hiroshi Yamauchi 
was famous for being particularly 
ruthless in his business practices, but 
what happened next is one of the most 
infamous double-crosses in the history 
of the videogame industry. 

lt was at the 1991 Consumer 

Electronics Show that Nintendo dropped 
the bombshell. Sony went to the event 
full of enthusiasm and on the first day 
proudly announced the details of its 
new alliance with Nintendo, as well as 
news of the Super Disc format and the 
impending development 
of the SNES-compatible 
PlayStation. Sony had less 
than 24 hours to soak 
up the palpable level of 
excitement generated 
by this press conference 
before Nintendo confirmed 
that it was, in fact, working 
with Philips on the SNES 
CD-ROM dnve. Yamauchi 
had gone behind Sony's 
back at the last minute 
to broker a deal with 
the Dutch company - a 
deal that was predictably 
skewed in Nintendo's 
favour = leaving Sony 
publichy humiliated at the 
very moment it had expected to usher 
in a new era as a serious contender in 
the videogaming arena. At the time, 
Yamauchi and the rest of Nintendo's 
top brass were suitably pleased with 
their skulduggery; such swift action had 
prevented Sony from taking a sizeable 
bite out of the company's profits. As it 
happened, the planned Nintendo-Philips 
alliance resulted in little more than a 
handful of risible Nintendo licences on 
the CD-i, and the abject failure of Sega's 
Mega-CD seemed to lend credence to 
the viswpoint that expanding existing 
consoles was a mistake, so while 
Nintendo had protected its best interests 
by leaving Sony at the altar in such 
degrading fashion, it actually gained Iíttle 
else of note — aside from a dogged rival 


» UK gamers were treated to the amusng 
Society Against PlayStation” advertising 
campaign, complete with its dorky spokesman. 
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» Although SNK's Neo Geo 
system had used the same 
concept some years baforehand, 
Sany's decision ta ga with 
removabia data storage for save 
game files was regardad by many 
as truly groundbreaking. 


Sony had, by this point, poured a 
significant amount of cash into the 
proposed PlayStation concept. It had 
even moved as far as the prototype 
phase, with PC CD-ROM titles such as 
Trlobyte's The 7th Guest being mooted 
as possible launch games. Despite the 
tumultuous events of the 1991 CES, 

a deal was signed between Nintendo 
and Sony that would allow the latter 

to make its machine compatible with 
SNES CD-ROM titles — with the proviso 
that Nintendo would retain all software 
royalties. Although it was nothing more 
than a clever stalling tactic 
by Nintendo to keep Sony 
from entering the market 
on its own, this proposed 
alliance nevertheless kept 
the increasingly frustrated 
Kutaragi and his team 
busy. However, by 1992 
it had become clear that 
such a union was going 
nowhere. Sony cut off 
communication with 
Nintendo and the company 
was painfully close to 
withdrawing from the 
arena for good 

Only Kutaragi's intense 
resolve and determination 
prevented the PlayStation 
dream from ending in 1992. During 
a meeting with Sony president Norio 
Ohga in order to decide the future of 
the project, Kutaragi made bold claims 
about the kind of machine he had been 
developing. He argued that the 16-bit 
PlayStation, with its reliance on a union 
with the incumbent — not to mention 
untrustworthy — Nintendo, was a dead 
end. The only option was to go it 
alone and create a brand new piece of 
hardware capable of shifting 3D graphics 
at a hitherto unprecedented rate. VVhen 
Kutaragi's ambitious proposal was 
greeted with derision from the Sony 
president, he presented another side to 
his argument: could Sony's pride allow it 
to simply walk away when Nintendo had 
so blatantly abused its trust? By making 


VARIANTS pLaystaTION'S MANY FACES 


SNES PlayStation 


EE The fruit of Sony and Nintendo's 
ill-fated union, this machine would 
have played SNES carts and SNES 
CD-ROM software. Although it was 
never officially released, it formed 
the basis of the 32-bit machine. 
Legend has itthat Sony still has 
200 prototype units secreted within 
its Japanese headquarters. 


Net Yaroze 


E Aimed at bedroom coders, the 

Net Yaroze came with development 
tools that allowed users to create their 
own games, some of which turned up 
on official demo discs. |t also had no 
regional lockout, so games from any 
part of the world could be played on 

it. Naturally, itwas far more expensive 
than the standard PlayStation 


Sony PlayStation 


& The groundbreaking original. This 
piece of hardware kick-started an 
era of Sony-led market dominance 
that would last for the best part of 

a decade. Early units suffered from 
skipping FMV and CD audio thanks 
to their entirely plastic CD-ROM 
mechanism; later versions had metal 
parts that fixed the issue 


PSone 


E Released in 2000, this revised 
machine was smaller than its 
predecessor, clocking in at a 
minuscule 38x193x144mm. An 
official LCD screen accessory could 
be attached to make this the first 
portable PlayStation, albeit without 
an official battery. It outsold the PS2 
in its first year on sale 





the PlayStation project a success, 

the company would experience the 
sweet taste of revenge at the expense 
of its one-time all 

Kutaragi's speech hit a nerve, and 

early in 1994 Sony confirmed that it 
was entering the videogame arena 
with its own console, and even formed 
subsidiary Sony Computer Entertainment 
in order to oversee the new venture. 
Keen to differentiate this new project 
from its previous namesake, Sony 
branded it the 'PlayStation-X" — this gave 
rise to the abbreviation 'PSX, which 
is still used even today, even though 
the 'X" was later dropped when the 
console was officialhy launched. Early 
reports were impressive, with some 
developers confidenthy proclaiming that 
Sony's console would blow away the 
competition. Despite the company's 
wide entertainment portfolio — which 
included music label CBS Records and 
Hollywood studio Columbia Tri-Star 
— Sony boldly decided not to focus on 
the multimedia market, as its rival Philips, 
with its CD-i and 3DO, had done, to its 
great cost. Instead, the PlayStation was 
unashamedly proclaimed as a dedicated 


RETROINSPECTION: PLAYSTATION 


COMMUNITY THE BEST PLAYSTATION RESOURCES ON THE WEB 


The PlayStation 
Museum 
playstationmuseum.com 

mB Atruly amazing site thatis 
dedicated to preserving the 
history of Sony's machine. 
Here you will find reviews and 
features, as well as lots of data 
relating to unreleased titles or 
prototypes. Well worth a visit if 
you have a few hours to spare. 


PlayStation 
DataCenter 


psxdata.snesorama.us 


mm A must'for collectors, the 
PlayStation DataCenter has 
listings for almost every game 
released on the format, It 
even has high-quality cover 
scans to download. À real 
gold mine of information for 
dedicated PlayStation fans. 


Push Square 


Www.pushsquare.com 


Absolute PlayStation 
absolute-playstation.com 








» [PlayStation] PaRiapps The Aspperwes ane of the 
firstmusc action titles and helped lock-startthe 
recent explosion in rhythm-based gaming 


gaming machine, with SCE's director 
Akira Sato confidentiy stating that: “If 
it's not real-time, it's not a game” — a 
thinly veiled criticism of other CD-based 
consoles and their reliance on FMV 
títles that featured live actors but little 
interaction. The sheer power of the 
new system shocked other players in 
the industry; Sega of Japan president 
Hayao Nakayama was reportedly so 
furious when he read the specs for the 


When you take into account Sony's 
position as one of the world's foremost 
electronics manufacturers, it's hardly 
surprisingly that the original PlayStation 
was a highly desirable piece of kit. 
Unmistakably a games console but 
showcasing a hint of mature design, 
the machine seemed to speak to those 
gamers who had cut their teeth on the 
likes of the NES, Mega Drive and SNES 
and were now ready to progress to 


Lá By making it a success, Sony 


would 


revenge at the 


expense of its one-time ally77 


PlayStation that he personally visited 
Sega's hardware division and gave them 
a stem talking to. His tirade would result 
in the Saturn, Sega's entrant in the 32-bit 
console war, getting an additional video 
processor to boost its graphical muscle, 
but this would make the system harder 
to program for — an issue that had severe 
ramifications in the future. 


an entirely different level of challenge. 
Everything from the two-pronged 
joypads to the removable Memory 

Card storage system seemed to drip 
sophistication. Sony later revealed the 
numerous hardware designs that had 
been considered before the final version 
was decided upon; this was the work of 
a company that was taking its entry into 


E While it's not strictly aimed 
atthe PSone, Push Square is 
nevertheless one ofthe net's 
leading Sony sites. It covers 
retro-related news items 

as well as the PlayStation's 
offspring. If you're a Sony 
fanboy, then you should 
bookmark this site for sure. 


E Another site that covers 

the entire PlayStation brand, 
Absolute PlayStation is packed 
with reviews, guides, blogs 
and even a chat forum. It's 
also regularly updated with 
the latest and greatest Sony 
games, so if Sony is your 
passion, this is the place to be. 


n [PrayStation] Final Fantasy Viwas one of the PlayStaton's 
most sgnificant releases, not just in commercial tarms but 
from a cribcal viswpont as wel It became the first JRPG 
to gam truly nternatonal acceptance 


the videogames market very seriously 
indeed. Kutaragi — and the entire project 
in general - had come under fire from 
high-level Sony executives who argued 
that videogames were toys for children, 
and therefore, one of the PlayStation's 
key aims was to challenge that view. As 
a result, the final design for the machine 
was sleek and serious, mimicking the 
appearance of a top-end piece of audio- 
visual equipment rather than a games- 
playing device 

However, while this posturing caught 
the attention of gamers, some industry 
experts were less enthused, citing 
Sony's poor track record in the industry 
up to that point. The company's software 
publishing arm — Sony Imagesoft - had 
so far failed to generate any titles of 
note, pushing half-baked movie licences 
such as Cliffhanger and Last Action Hero 
onto store shelves to the complete 
indifference of the games-buving public 
Indeed, software was one area in which 
Sony was at a distinct disadvantage, as 
Sega and Nintendo had highly talented 
internal development teams that 
traditionally produced the best software 
for their respective consoles. Sony 
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: Y acked this key feature, although nt 
SS A sa io st, a 
Robert Troughton (programmer, Destruction Derby) gh: g 


m “IT WAS LATE in 1994 that Sony - and myself - were launching 
into the console games business. Straight out of university, | wasn't 
really sure what to expect. Reflections, a game developer based 
in the North East, were just beginning work on a new genre of 
racing game: Destruction Derby. The premise was simple: a racing : Sony was able to deliver on it: 
game which you win not by coming first — although that helped ont aht a thanks t 
but by smashing your competitors” cars to a pulp. From starting e 
in January '95, we had only nine months to complete the project, 
with a team consisting of just three programmers and one artist. 
The PlayStation was technically leagues ahead of the competition, 
with amazing 3D graphics and CD-ROM technology. | can't 
remember whether any of us saw daylight for those nine months, 
but I'm not sure that any of us cared all that much. Sony loved us 
for how fast we were creating the game — they gave us a release 
date that would tie in with the PlayStation's US and European 
launch — the press were all over us and it was clear that the game 
was going to be a success. Destruction Derby went on to sell 
millions. The PlayStation sold many times more, and I've stayed 
in the industry ever since, still doing what | was doing back then: 
hacking away at code and trying to squeeze every last bit of juice 
out of whatever platform I'm working on — and thankful to Sony for 
giving me this opportunity.” 


terling releases from Na 


Konami and € im, while Sega's in- 


Ying dimo 
comrove Gra d n eft Auto started The te chr 

a lifa P release and 

inquestio ; ado se! anthe machine 


cutting-eo 


popping 
n arcades. When Namco Sega's machine lacked both 
portinx s hugely 


er to the 


us onhy in 


7 Station to Station 


m RELEASED LATE IN the machine's lifespan, the 
PocketStation was a self-contained handheld 
similar in design to Sega's Dreamcast Visual 
Memory Unit. lts announcement caused a 
surprising degree of excitement, and many 
industry insiders confidently predicted that 
this miniature console was Sony's attempt 
to crack Nintendo's stranglehold on the 
handheld market. Dubbed a “personal digital 
assistant”, it stored save game data in 
like a typical PlayStation Memory Card but hold : die to Seg tua Fighter 
could also play crude games on its 32x32 dot port when it came nieplay, but it 
matrix LCD display, although, predictably, was neverthe f 3 3 
the quality of these titles was well below what Sony's arsenal b 
could be experienced on Nintendo's Game Boy. An tter. From scre 
infrared connection was also included so users could exchange 
data without having to connect their PocketStations to their main 
console. Launched in 1999, it was only supported by a handful 
oftitles and sadly never saw release outside Japan - although a 3 
release was obviously on the drawing board at some juncture as after Sex shiftex Satum 
several Western games came with PocketStation functionality. co rst day of sale. Priced at 
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» Norio Ohga was Sorry president during the genesis of the 
PlayStation project. He saw off apathy within the company 
to ensure that Kutarag''s dream came to fruiton. 


» Fratermising with the enemy: Nintendo's Shigeru Miyamoto 
samples Crash Barvicoat during the 1996 E3 show 
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The Westem launches were 
equally successful, with Sony 
managing to undercut the retail price of 

Sega's Saturn in both North America 
and Europe. In Europe, especially, 

Sony displayed a masterly grasp of 
how to market a games machine to a 
more mature audience. The company 
knew that those gamers who had 
grown up with the 8-bit and 16-bit 
consoles were gradually reaching 
adulthood and would therefore require 
more 'grown-up' gaming experiences. 
While Sega and Nintendo focused 

on building recognisable mascots to 
appeal to youngsters, Sony released the 
PlayStation with a range of software 
that was unashamedly adult in tone: 
the aforementioned WipEout featured a 
soundtrack that showcased the talents 
of real recording artists, such as The 
Chemical Brothers and Leftfield, while 
visceral top-down shooter Loaded 

not onhy featured excessive gore and 
allusions to transvestism but also 
enrolled the assistance of grebo-rock 
outfit Pop Will Eat Itself. One thing was 
clear: Sony wasn't aiming for the Mario 


and Sonic audience with the PlayStation. 


Sega's challenge soon began to 
falter, and so Nintendo became Sony's 
next opponent. The firm responsible for 
such classics as Super Mano Bros and 
The Legend Of Zelda had been making 
confident noises about its cartridge- 
based Ultra 64 (later Nintendo 64) 


» Sony developed several different logos before 


finally setting on the one we now knaw and love. 


console for some time, and although 
it wouldn't be ready until 1996, 
Nintendo went to great lengths to 
encourage gamers to hold off on 
buying a 32-bit machine. Sadly, the 
decision to stick with the expensive 
cartridge format would cost the firm 
the support of one of its most prized 
third-party publishers: Squaresoft 
Although the highly anticipated Final 
Fantasy Vil had been confirmed as an 
N64 release, Square eventually switched 
development over to Sony's machine, 
citing the limited storage and high unit 
cost of cartridges. Final Fantasy VII 
was going to be the most epic game 
yet conceived, and it needed as much 
storage space as possible. Only CD- 
ROM could offer this, Square argued. 
Nintendo's loss was, of course, Sony's 
massive gain; published in 1997, Final 
Fantasy Vil was a worldwide smash, 
selling 10 milion copies in the process. 
This success established the console 
as the leading platform of its generation 
and subsequent system exclusives 
such as Konami's Metal Gear Solid and 
Polyphony Digital's seminal Gran Turismo 
cemented this lofty status even further. 
With both Sega and Nintendo 
subdued, Sony's dominance was 
assured. So tight was the company's 
grip on the marketplace that even the 
launch of Sega's technically superior 
128-bit Dreamcast in 1999 was unable 
to upset the status quo. With millions of 


n Somy Euroge's Phi Harrison was instrumental in attractng 
quality developers to the machine and would eventualy 
risa to the top af tha company 


units sold and a more 

powerful successor 

- the PlayStation 2 

- waiting in the wings, 2000 

saw Sony release a new 

iteration of its 32-bit console 

in the form of the PSone. 

Smaller, slesker and sexier, it 

boasted enhanced functionally that 
allowed it to link to mobile phones and 
even supported a fold-down LCD display, 
giving it a small degree of portability. The 
revision was a triumph and enabled the 
ageing machine to remain relevant in a 
marketplace that was gradually leaving it 
behind in technological terms. 

Sony ceased manufacturing the 
PlayStation in 2006, giving the console 
an impressive production lifespan of 11 
years. During that time it redefined the 
world of videogames, granting gamers 
a taste of 3D visuals and making the 
oft-derided hobby a cool and relevant 
pastime. Of course, such activity eamed 
Sony — and, by association, its console 
— a fair degree of scom also, but few 
would have the tementy to debate 
the PlayStation's incredible influence 
on modern interactive entertainment. 
Without it, the gaming landscape today 
would be near-unrecognisable. 
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TOMB RAIDER 


» RELEASE: 199% 

» PUBLISHER; EIDOS INTERACTIVE 

» CREATOR: CORE DESIGN 

» BYTHE SAME DEVELOPER: FIGHTING FORCE 

) Although her star has waned a little over the 
past few years, there's no denying that Lara 

Croft remains one of videogaming's most enduring 

icons. Her 1996 debut was actually on the Saturn, as 

developer Core Design had traditionally supported 

Sega's consoles. However, it was the PlayStation 

version - released shortly afterwards = that was truly 

responsible for firing the delectable Miss Croft into 

the realms of global superstardom. Sequels followed 

as it firmly became a PlayStation series and arguably 

improved on the template, but the original game 

retains a near-legendary status. 


> PERFECT TEN 


GRAN TURISMO 2 


» RELEASE: 1999 
» PUBLISHER: SONY COMPUTER ENTERTAINMENT 
» CREATOR: POLYPHONY DIGITAL 
» BYTHE SAME DEVELOPER: OMEGA BOOST 
The first Gran Turismo was possibly the 
most technically groundbreaking release of 
the 32-bit era, and this sequel beefed up the already 
considerable experience by adding more cars, more 
tracks and even a rally mode. The title's visuals = 
already pretty mind-blowing in the original release 


- pushed the 32-bit hardware to the absolute limit, with 


Polyphony Digital's unique development software 
eking out every last drop of power from the PlayStation 
in its final years. Spanning two discs, Gran Turismo 2 
is arguably the definitive racing title of that era and still 
plays great today. 


FINAL FANTASY 
TACTICS 
» RELEASE: 1997 
» PUBLISHER: SQUARE 
» CREATOR: IN-HOUSE 
» BY THE SAME DEVELOPER: DEIW PRISM 
Released only in Japan and 
Ô North America, this strategy 
RPG arrived around the same time 
as Final Fantasy VII, which caused 
some confusion when gamers 
discovered that they actually had 
very little in common. Developed 
by the team behind Tactics Ogre — 
Square snapped up studio Quest 
prior to producing the game — 
Final Fantasy Tactics showcases 
gorgeous visuals, breathtaking 
music and a surprisingly mature 
and complex plot. It was recently 
released on the PSP in a slightly 
enhanced form. 


METAL GEAR SOLID 


» RELEASE: 1998 
» PUBLISHER: KONAMI 
» CREATOR: IN-HOUSE 
» BY THE SAME DEVELOPER: 

INTERNATIONAL SUPERSTAR SOCCER 

PRO 

Hideo Kojima's magnum 
opus set a new high 

watermark for storytelling in 
videogames, as well as introducing 
an entire generation to the 
wonderful stealth sub-genre. Solid 
Snake has gone on to become a 
household name, starring in more 
technically impressive sequels 
on the PS2 and PS3 consoles. 
However, hardcore fans maintain 
that this instalment remains the 
best, thanks largely to its tight 
plotting, memorable characters and 
judicious use of the host hardware. 


RESIDENT EVIL 2 


» RELEASE: 1998 
» PUBLISHER: CAPCOM 
» CREATOR: IN-HOUSE 
» BY THE SAME DEVELOPER: DINO CRISIS 
The first title established 
Capcom's reputation as 
master of the 'survival horror” 
genre, but it was the second game 
in the series that truly confirmed 
the company's god-like status. 
Offering the ability to play the 
story with two different characters 
— one to each of the game's two 
discs, with differences depending 
on which you play first - Resi 2 
mixed relentiess zombie slaughter 
with intriguing puzzles and some 
of the best visuals seen on the 
PlayStation up to that point. It's 
unsurprising that series fans hold 
this entry in the utmost regard. 





The original PlayStation brought us a massive number of franchises 
that have become part of the gaming landscape 
today. Just take a look at the list below... 


TEKKEN 3 


» RELEASE: 1998 
» PUBLISHER: NAMCO 
» CREATOR: IN-HOUSE 
» BY THE SAME DEVELOPER: SOUL 
BLADE 

Tekken 2 had proven that 

Namco was more than 
capable of taking on Sega's Virtua 
Fighter, but it was the third game 
that dazzled the most. Sceptics had 
feared that it would never appear 
on the 32-bit console, but Namco's 
expert coders managed to squeeze 
in every aspect of the coin-op to 
create a fitting pugilistic swansong 
for the ageing PlayStation. While 
the Tekken Force and Tekken Ball 
modes were superfluous additions 
to the domestic port, all of the 
important features were present 
and correct, 


CASTLEVANIA: 


EINHANDER 


» RELEASE: 1997 
» PUBLISHER: SQUARE 
» CREATOR: IN-HOUSE 
BY THE SAME DEVELOPER: 
BRAVE FENCER MUSASHI 
Famous for being Square's 
one and only entry in the 
shooter genre, Einhânder is an 
incredible achievement. The 
team involved had no previous 
experience with this type of 
game, yet it managed to create a 
classic that is still talked about in 
hushed, reverent tones even today. 
Featuring a unique weapon system 
based on grabbing the ordnance 
of fallen enemies, Einhânder's 
brilliance is made even more 
remarkable when you consider 
that Square hasn't ventured to the 
genre since its release, 


FINAL FANTASY VII 


» RELEASE: 1997 
» PUBLISHER: SCE 
» CREATOR: SQUARE 
BY THE SAME DEVELOPER: 
SAGA FRONTIER 

Having sold over 10 million 

copies worldwide, Final 
Fantasy Vil needs no introduction. 
Cited as the game that sold the 
Japanese RPG to the Western 
mainstream, this three-disc epic 
made the most of the PlayStation's 
technical capabilities to deliver 
hours of turn-based entertainment, 
lt remains arguably the most 
popular entry in Square's evergreen 
franchise and has recently 
spawned several spin-off games 
and other projects, such as Crisis 
Core on the PSP and the Advent 
Children CGI movie. 


VAGRANT STORY 


SYMPHONY OF THE NIGHT 


» RELEASE; 1997 
» PUBLISHER: KONAMI 
w» CREATOR: IN-HOUSE 
» BYTHE SAME DEVELOPER: PROJECT OVERKILL 
The PlayStation has a reputation for being 
something of a duffer when it comes to 2D 
titles, and to a certain extent, this is true. The console 
had only 2MB of RAM compared to the Satum's 4MB, 
and this resulted in some lacklustre conversions. 
However, titles like Symphony Of The Night - coded 
with Sony's hardware in mind - were mind-blowing. 
Fusing 2D and 3D effects, Konami's designers created 
one of the most mesmerising titles of the generation. 
Look out for the limited edition European version, 
complete with art book and CD. 


» RELEASE: 2000 
» PUBLISHER; SQUARE 
» CREATOR: IN-HOUSE 
» BY THE SAME DEVELOPER: FRONT MISSION 2 
One of the most ambitious role-playing games 
of the 32-bit era, Vagrant Story is epic in every 
sense of the word. Produced by the same team 
responsible for Final Fantasy Tactics, the game featured 
a deep and sometimes disturbing storyline, and lead 
character Ashley Riot has to rank as one of the most 
hard-edged protagonists in videogame history. Vagrant 
Story was recently re-released on Sony's PlayStation 
Network and can be purchased and downloaded for 
play on both the PlayStation 3 and PSP, and it even 
lives on through its shared universe with the Final 
Fantasy Tactics series and Final Fantasy XI. 
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ETHE CLASSIC GAME! 


alo 


ek! A super 
dreadnought has 
ippeared over 


3ach of the 


e « ; THE MANTA YOUR TRANSPORTER IS ALIEN SCUMBAGS 
my fighters befe Your ship, the Manta, is the key The transporter is the first Each of Unidium's dreadnoughts Enemy craftin Uridium increase in 

Jing and a gase to the game, Although it offers thing you'll see in each level of has flashing ports on its surface. ferocity as you move through the 

truct sequer plenty of firepower via its dual Uridiwm. Ittransports the Manta Be wary of these, because they game, but similar tactics work on 
guns, its manoeuvrability is more to the next dreadnought, and house lethal mines that home eventhe highest levels. Ships in 
important. Leam to control your you're treated to a rather lovely in onyour craft. Each mine only the game all have forward-facing 
craft's speed and flips to avoid animation as your ship exits to do has limited fuel, and so ifyou can guns, so stealthily sneak past 
hostile foes and ensure that you battle. There's no practical reason avoid itfor a few seconds, you'll and shoot them from behind. 
don't smash into dreadnought for this item's existence, but it be fine — although later levels Waves are pre-set, so leam their 
shields and comms towers. adds polish to the game. often launch them in pairs. movements and firepower. 
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LEVEL DESIGN WHY IS IT A CLASSIC? 
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Unidium arrived in 1986, before A-Type-style shooters with weapon 
upgrades invaded the Cb4, and so it might seem simple. However, 
Andrew Braybrook's Paradroid follow-up has plenty to engage the 
arcade-oriented gamer. First, it's fast: at top speed, dreadnoughts 
zoom past and you need lightning -fast reactions to survive. Secondly, 
the game is focused: it has its aims and achieves them with style and 
polish. Finally, the foundation is strong, frantic and fun, so much so 
that Uridium was followed by Unidium-+ on the C64 and an impressive, 
expanded but still action-packed Amiga sequel, Uridium 2 


Much like Andrew Braybrook's previous games, Gribbly's Day Out and 
Paradroid, Uridium isn't an out-and-out shooter — you can't just wade in, 
all guns blazing, and hope to make it to the end of each level. Instead, 
you must map out each dreadnought in your mind, memorising danger 
areas, escape routes, clusters of Manta-destroying comms towers and 
shields, and the location of the primary landing strip that enables you 

to infiltrate the dreadnought's onboard system and blow itta kingdom 
come. Later levels are especially devious, with maze-like surfaces that 
require particularly skilful flying 


Although rather lacking in red pixels, Uridium's one of the more 
bloodthirsty games on the C64. True, you're not faced with the dying 
eyes of alien foes, but there is a rather vicious elementto the game 
once a level's complete. Post-bonus round, you're informed that the 
destruct sequence has been primed, and you're then returned to the 
game. As the dreadnought vaporises before your very eyes, there's just 
time for one more fly-past, and you can strafe any remaining surface 
targets for bonus points, presumably yelling 'Take that, alien vermin! 
as you do so 


FLUID CONTROLS 


BONUS SEQUENCE 


STRANGEST CONVERSION 


Around the time of Uridium's release, most C64 shoot-'em-ups had 
craft little different from the Space Invaders laser cannon — you could 
move left, right and fire, and if you were lucky, you might also be able to 
move up and down a bit. By comparison, Uridium's beautifully animated 
Manta is hugely manoeuvrable, with a number of cruising speeds, and 
the ability to flip overto chase hostile aliens and fly at an angle, im order 
to squeeze through gaps between shields and communications devices 
that litter the dreadnought surfaces. Only by mastering the Manta will 
you make any progress in Uridium 


We suspect that Andrew Braybrook perhaps quaffed a little too much 
coffee while putting together Uridium, our evidence being its bonus 
section. Whereas Jeff Minter's Batalyx - another 1986 C64 shooter 
with a bonus round — plonks you in “psychedelic noodling land” if you 
fancy a break, Uridium's end-ofÁwave respite comes in the form of a 
bonus game. Instead of enabling you to relax, it keeps the tension high, 
taking the form of a simple fruit machine-style timing test: at each level 
you hit fire to hopefully select a chunky bonus rather than quit and 
return to the game proper. 


adia! 


EST Tera erarerararas: 


“Uns wa." 
» 


ES AAA 


Ee; Tem Terer 
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Although very much designed for the C64, Uridium nonetheless made 
its way to a handful of other platforms. The ZX Spectrum portwas 
particularly good, and there were workmanlike efforts for the BBC 
Micro and Amstrad CPC. By far the strangest conversion, though, 
was to the NES. Arriving in 1990, Mindscape's The Last Starfighter 

— released six years after the middling movie, making it a strange tie-in 
in itself 
— the main ship's different, and the transporter's absent— but otherwise 
this is a surprisingly faithful, if curious, NES remake of a C64 original 


was Uridium in all but name. Some elements were altered 


What the 
press said... 
ages ago 


Zzap!64 (94%) 

“Undium is truly an 
impressive game, 
immaculate in both fts 
execution and conception 
The Manta is very 
responsive indeed and is a 
pleasure to control, skilful 
handing providing a similar 
joy to that of Defender 
Overall an excellent game 
that should be on every 64 
owner's software shelf.” 


C&vG (10/10) 

“Andrew Braybrook's 
Undium is simply the best 
64 game we've seen 
since Fist It's good-looking, 
sounds great, and the 
action comes thick and fast. 
If you're a 64 owner and 
you don't rush out and grab 
this game, there's no hope 
for you.” 


What we think 


Undium might seem à 
controversial choice for these 
pages, and it's fair to say that 
feels a little basic 
ving. But 
the gameplay mechanics are 
great, and the combination of 


design ensur 

among the C64's best blasters, 
regardless of its relatively 
minimal nature 


IN THE HNOU 


PLATFORM: COMMODORE 64 
PUBLISHER: HEWSON CONSULTANTS 
DEVELOPER: ANDREW BRAYBROOK 
RELEASED: 1986 

GENRE: SHODT-EM-UP 

EXPECT TO PAY; E+ 
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» PUBLISHER: ATARI 
» DEVELOPER: IN-HOUSE 
» PLATFORM: COIN-OP 








» RELEASED: 1979 
» GENRE: SHOOT-EM-UP 


» EXPECT TO PAY: £500+ FOR AN 
ORIGINAL CABINET 
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t's late-summer 1979 and engineer 

Ed Logg is preparing for a trip to Old 

Sacramento, Califomia. He packs 

the retrofit kit for Atari Football, 
designed to upgrade the plays and 
prolong the game's arcade life. Joining 
him on the joumey is colleague Collette 
Weil, but Ed decides to take another 
companion along for the ride: the project 
he's being working on since the spring. 

Once at the arcade, his baby is 
carefully placed among the rows of 
blinking cabs. There's no fancy silk- 
screen and the cabinet art is incomplete 
but the lighted panel clearly displays the 
name of this newborn: Asteroids. The 
proud father stands back and waits. 

“A guy walks over and puts in his 
quarter,” smiles Ed, “and he died three 
times in about 20 seconds. Then he 
reached out and put another quarter 
in. | thought, okay, if he's dying three 
times and still putting in another quarter, 
he must think it's his fault, not that the 
game has got it in for him. He died 
again, almost instantly. He put in quarter 
after quarter after quarter...” 

He was to be the first of many. 
Asteroids epitomised the 'easy to learn, 
difficult to master” philosophy of game 
design and Atari shifted a staggering 
75,000 units, making it its biggest selling 
coin-op. "Il heard people saying we only 
made about half of the machines out 
there,” adds Ed. “I've certainly seen 
counterfeit boards...” 

Success breeds imitation, though 
the journey to that first field test in 





Sacramento actually began almost 

a decade before, thanks to a little 
inspiration from the daddy of all space 
shooters. “I'd played four-player Space 
War back in the early-Seventies on a 
PDP machine in the Stanford Research 
Lab,” recalls Ed. “Down on campus 

in the Stanford Forum, they had two 
machines linked up and you could play 
for a quarter. Was | any good? Oh no! 
The other guys would cream my ass 
over and over again.” 

Though no maestro on this makeshift 
multiplayer cab, Ed undoubtedly knew 
what made a good game. His work on 
Super Breakout, released in 1978, proved 
he knew how to revisit an idea and add 
his own unique signature without losing 
the original appeal. But when his boss, 
Lyle Rains, called him into his office 
the following April, it was to discuss a 
game's failure to launch. 

“Lyle was talking about an older game 
| remember seeing once and playing 
but it was just not fun,” recalls Ed. “You 
were trying to shoot the other player 
but this asteroid was in the way. Players 
tried to shoot it - | know | did — even 
though it couldn't be destroyed. 

He said everyone just 
seems to shoot the 
rock, so let's create 

a game that lets you 
blow it up” 

“IL don't really 
remember what 
that old game was,” 
explains Lyle of 


THE MAKING OF: ASTEROIDS 


£€ I suggested the Asteroids idea 
more as a creative exercise than 
a full-blown project 77 


LYLE RAINS ON WHY EXERCISE IS GOOD FOR YOU 


that pivotal first meeting. “It may have 
been something | had seen in the labs 
and subconsciously picked up on the 
asteroid theme. | think of Computer 
Space as being more of the inspiration 
for the two-dimensional approach. You 
see, the biggest hit videogame at that 
time, perhaps of all time, was Space 
Invaders, which was predominately 
one-dimensional player control — left and 
right — with all the threats approaching 
from above. It was basically Breakout 
with moving bricks and a gun, instead 
of a ball and paddle. | was seeking a 
more satisfying two-dimensional game 
with a similar addictive gameplay theme 
of 'completion': eliminate all threats. 
| believe | described the 
concept to Ed in a few 
sentences: little 
flying ship as 
in Computer 
Space; big rocks 
becoming little 
rocks; fly and shoot 
till they all go away. 
There was no 
great detail.” 
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ASTEROIDS DELUXE (1980) 
Dave Shepherd took Ed's code and 
added a shield and new enemies 
Ed: "I was busy being a supervisor 
and had no involvement. | find it a 
líttle too hard” We agree. The killer 


satellite is just vicious. 


SPACE DUEL (1982) 


A colourtul reworking by Owen 


Rubin, with inventive co-op play 
and wonderful spinning shapes. 


“My initial reaction was that itwas 
very abstract, perhaps too abstract 
for the casual player.” 





BLASTEROIDS (1987) 


Ed Rotberg added power-ups, ship 
morphing, branching levels, bosses 
and the ability to dock your ships 
in multiplayer for added firepower. 
Best played on an original cab with 


spinner controllers. 






boatieg versions of Asterods. 


» [Arcade] Asterock, oneofthemeny ASTERCCK BY SIDAM 













Though both men quickly agreed on 
the basics of the gameplay and indeed 
the name Asteroids, which emerged 
at this concept stage, they initially 
disagreed on the format of the project. 
“Lyle wanted to do it on raster and | said 
no, no, let's do it on vector,” says Ed. “I'd 
had some experience of working with 
vector technology. The higher resolution 
meant you had more control of where 
you were aiming, not just this blob.” 

Lyle chuckles: “Ed wanted to fool 
around with the new vector, or XY 
hardware before starting his next 
project. | suggested the game idea 
more as a creative exercise than a full- 
blown project. Obviously it took on a 
life of its own.” 

And the giver of life was hardware 
engineer Howard Delman. Howard had 
worked on many of Atari's post-Pong 
successes, including Super Bug and the 
first simultaneous co-operative arcade 
game, Fire Truck. Game development 
in those pioneering days of the mid- 
Seventies was not clearly divided into 
software and hardware roles, meaning 
that Howard had a handle on both of 
these emerging fields. Having joined 
Atari in 1976, he also remembers a 
project that had been floating around for 
quite a while... 

“There was this old game that had 
been worked on for a long time because 
no one could quite make it fun,” he 
laughs. “It was originally called Cosmos 
and then became known as Planet Grab, 
a two-player game where you were 
trying to claim planets in space. 
The more you claimed, the 
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more you scored, and you could steal 
planets from your opponent, too. As the 
game was being tweaked and people 
were trying to make it fun — because 

it really wasn't fun — someone made it 
so you could blow up the other guy's 
planets. And suddenly it was fun. Forget 
trying to steal his planets, just blow 
them up. You can see where this was 
heading... When they saw the vector 
hardware we were working on, they said 
'Oh my God, that would be great for 
Asteroids” Ed must have been the third 
programmer on that project. He came to 
me, | hooked him up with a board and he 
got to work.” 

And Howard still has that very board 
in his workshop, a mass'bf chips and 
wires and hand-scrawled notes. He's 
clearly proud recalling the story of how 
he came to be in charge of handling 
Atari's first steps into the shining light of 
vector game development. 

“In early-1978, vector games started to 
emerge, but not from Atari,” he begins. 
“Atari had a research-and-development 
group in Grass Valfey. They came up 
with an XY display system, or at least 
laid the groundwork for one, and came 
down to show it to us. It was really cool 
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and we wanted it. They left it with us but 
it wasn't done, nor was it a platform to 
do games on. It was the basic hardware 
concept and | was given task of turning 
that into something we could use to ship 
a game. It was like | took this rough bit of 
clay and made it into something real.” 

Howard was tasked with not only 
shaping this fascinating technology 
into something useable, he also had to 
decide on a game idea to showcase this 
great leap forward. He settled on Lunar 
Lander, which became Atari's first vector 
game, released exactly a decade after the 
historic moon landings. He was joined on 
the project by Rich Moore and also one 
Ed Logg, who worked on the distinctive 
alpha-numeric character set used for the 
on-screen text and scoring. Thus when 
Ed received his customised Lunar Lander 
board, bolstered with extra RAM and 
some bespoke 'jumps and cuts' from 
Howard, he had some knowledge of the 
new hardware. 

“Man, that thing was tiny,” chuckles 
Ed. “This little four-by-four inch board 
with five buttons and wires coming off it, 
linked up to a screen. | started by getting 
the ship on screen. | wanted to see it 
flying around...” 
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» À Retro Gamer exclusive, tha 
modified Lunar Lander boged 
created by Howard, which Ed 
used to develop Asteroids. The 
smaller board at'the bottom 
contains those 13 sounds. 
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» [Arcade] Mr Bil makes a kill 
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And what a thing of beauty it was, that 
graceful inertia as your tiny triangular 
ship thrusts through the blackness of 
space. Yet it wasn't always so. Ed had 
toyed with having no friction to decrease 
the forward movement of your ship 
(which meant you spent most of your 
time desperately trying to stop yourself), 
and with no inertia at all (which made 
the game too easy) before arriving at 
his happy medium. kt was typical of Ed's 
approach to the game's development: 
experimenting with different settings, 
many inspired by those early battles on 
Space War, to see which delivered the 
best experience and always on the look 
out for fortuitous side effects. 

“kt was all ad hoc at this point,” 
explains Ed. “There was no design 
document. How did | get those cool 
vapour trails? That was just a property 
of those old monitors. They have 
phosphor and phosphor glows. You put 
that much electrical excitement into the 
phosphor, it takes a while for it to cool 
down and not glow, so it seems to leave 
this trace behind it.” 

With your ship in motion, Ed sketched 
out different asteroid shapes and had 
them drift across the screen in increasing 
numbers. As you blasted them into 
smaller pieces, strategies began to 
emerge. Should you concentrate on the 
smaller rocks or take out the largest first? 
Should you stay put in the centre of the 
field or weave through the debris? The 
former felt like the safest option, so Ed 
decided the player was going to need an 
incentive to get them moving. 

“| always wanted two saucers,” he 
recalls. “A big one that fired randomly 
like cannon fodder to get you used to 
the concept that when you got down to 
fewer rocks, a ship was going to come 
out. The little saucer was about making 
you move. Run away, you're going to die 
if you stick around!” 


ASTEROIDS (ataR 5200) 

The VCS version was passable 
limited hardware, but this uppe 
with a Smoother, more authenti 


given the 
d the ante 
C experience. 


Players developed a love-hate 
relationship with that little blighter. 
They loved the 1,000-point reward 
for shooting it, but cursed its deadly 
accuracy and increasing speed. Ed 
also employed a timer that steadily 
decreased, meaning respite between 
saucer attacks became ever shorter. 

“| wanted to discourage you from not 
shooting stuff. Get rid of those small 
rocks so | can send a new lot of biggbr 
rocks out there, because more stuff 
on screen means more chance of an 
unfortunate collision.” 

Of course, if you were really in a tight 
spot, you could hit hyperspace and 
take your chances. On re-entering the 
playfield, there was a random chance of 
your ship exploding, its three constituent 
parts torn asunder and gently fading in 
one of gaming's most lonesome deaths. 
“You know, | should have put some 
algorithm in so that if there were lots of 
rocks on screen you didn't have much 
chance of blowing up, but with only 
a few it was a much higher chance,” 
concedes Ed. “And | still have regrets 
about the placement of the hyperspace 
button. It should have been nearer my 
right thumb, so | didn't have to take my 
hand off thrust to hit it. You know, with 
hindsight | should have put a shield in 
instead. If you got hit it was decreased so 
you had a few chances. That would have 
given you some more strategy...” 

It's the only time Ed questions his 
design choices, but then he was getting 
positive daily feedback from his peers. 
The Atari labs were open-plan affairs, 
long halls with room for two or three 
games in development at any one time. 
Half a dozen staff would be based in 
each room, and engineers would wander 
between labs, passing comment and 
stopping to play as they went. 

“Some engineers walking by would 
see a couple of asteroids floating across 
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METEORS (BBC MICRO) 

Acornsoft had a knack of producing superior 
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my screen and start humming the 

tune to Lawrence Welk's Tiny Bubbles 
just to tease me,” chuckles Ed. “A lot 

of colleagues would come by and ask 
“when are you leaving?' "When can | 
play this game?” And you realise, okay, 
that's a good sign... Management would 
come in and check on progress. Lyle was 
certainly interested. He was, like, let's do 
a focus group, let's do a field test.” 

Yes, feedback from outside the 
company was overwhelmingly positive, 
too. Atari organised two focus groups 
in June 1979. On the 14th, they gathered 
together seven older players, veterans 
of Space War, and then on the 20th they 
tested Asteroids on nine children aged 
between 15 and 17, all Sbace Invaders 
fans. Ed and his fellow engineers 
observed proceedings through one-way 
glass and player comments were noted 
down meticulously. Ever the archivist, 
Ed has held on to these four pages of 
detailed feedback and it's fascinating to 
read how players first struggled to get to 
grips with the thrust button, requesting 
a joystick instead, nd how the younger 
group, accustomed to taking shelter 
behind a base in Space Invaders, noted 
that you don't get a break in this game. 

Ed is more circumspect when it comes 
to the value of these written responses. 
"| just look at their play and see what's 
going on. | always believe that if they 


- don't get wowed immediately, you have 
- a problem.” 


Players also commented on the way 
the sound effects built the tension, 
something Howard is especially proud 
of contributing. “That thump, thump, 
thump... | was really trying to do a 
heartbeat,” he explains. “| sensed as the 
game sped up and you became more 
tense, your own heartbeat would speed 
up and | really wanted to keep them in 
sync. We didn't have sound chips back 
then so | created a hardware circuit for 
each of the 13 sounds by hand and wired 
them onto Ed's board myself.” 


u Scott Safran, whose Astarods record sbil stands after 2 





Such was the intimate nature of 
creating videogames in those frontier 
days, and Asteroids stands as one of 
the period's crowning achievements. 
Released in November 1979, it went 
on selling for years, earning Atari an 
estimated $150 million in sales and a 
further $500 million in revenue from 
countless enthralled gamers. 

While nothing can truly detract from 
the game's enormous success, issues 
did arise post-release. Some were clearly 
technical: accumulate too many extra 
ships and the game slows to a crawl, and 
on some machines, if you got down to 
just your ship and a single asteroid, the 
display would fade out. “That's the spot 
killer,” declares Ed. 

“If the game dies, the vector beam 
would just point at wherever you last 
pointed it and bum a hole in the screen,” 
he continues. “We had a piece of 
circuitry so that if you don't move the 
vector enough it shuts it down. | wasn't 
given any technical numbers, so | put the 
score at the top and the Atari copyright 
at the bottom and thought that, along 
with the ship and at least one asteroid, 
that would be enough to disable the spot 
killer and the video display wouldn't be 
turned off... turns out it wasn't. As for the 
slowdown, if you have hundreds of ships, 
the game can't draw everything at 60Hz 
per frame. | wasn't clever enough to limit 
it to ten ships or something. Anyway, 
| thought Mr Bill would come out and, 
blow you awag...” 

For our non-American readers, Mr 
Bill and Sluggo are characters from 
US variety show Saturday Night Live 
and became the unofficial names for 
the two saucers. The fact that Ed Logg 
received a cease and desist letter from 
their copyright holders, despite there 
being no reference to the Play-doh pair 
in the game itself, is an indication of how 
Asteroids had entered popular culture. 
And that was partly due to Mr Bill not 
doing his job... 
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Asteroidrs memories 


Owen Rubin 
(CREATOR OF SPACE DUEL AND MAJOR Havoc) 
“Asteroids was bein 
q developed in a lab n 

to go in and play late at ni feed nas 
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Morning, reset it, work on 
to find “ORR' was in ever 





EN BEST 


R 
IS CORRECT 





ght, sometimes until | filled up the 
nitials. Ed Logg would come in next 
the game and comein the next day 
Y spot on tf | 

in a check for “ORR' and all other Sega a e 
so they'd be replaced with his. | sent a note tellin Pinta 
was a bug till he told me whathe'd done...” 


» [Arcade] Ed took tha idea for a high-scora table from Exidy's Star Fire. 


q him there 


Irene 

(WIFE OF ED LOGG) 

“Asteroids was my first experience of videogames. | did 
house sitting for some friends and they happened to have 

a machine. !'d play itwhan | was there and thought it was 
kinda fun and when they moved they gave itto me as à gift. 
Years later, | was introduced to Ed at a party by Ed Rotberg 
who said he'd like to introduce me to the best. No, | was not à 
groupie! | think Ed was supposed to sign my control panel. He 
still hasn't got round to it.” 





Tim Skelly 
[VECTOR GAME PIONEER AT CINEMATRONICS) 


“When I saw Asteroids at an AMOA showin Chicago, | thought 
wiy didn't | think of that?” lts strength was that it allowed you to 
work out your own ways to win the game. Every player was free 
to break rocks and shoot Saucers aay way they pleased. Itwas 
aninspiraton to me and to decades of game designers, When 

I was briefly working for Gremlin (Sega, the team there created 

a variation on it called Space Meathallor Er "+ our Buddy, 

depending on the prototype. My paint is, fexibility is fun, and 

Asteroids introduced wonderfully flexible gameplay.” 





» An arcade fivar for tha fancy cocktail cabinet 


£6 Asteroids is a man-against- 


“Sure, there were those who could 
play forever, but the average player 
always felt that his failures were his own, 


D=00 = 
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machine game. However good you 


that the game was fair, and he could BREAKOUT 

— do better next time,” adds Lyle. “I think SYSTEM: ARCADE 

got R Was ENE VE] one step ahead JJ the 'secret' of Asteroids' phenomenal VEAR: 1978 

: success was Ed's near-perfect tuning of LUNAR LANDER 
HOWARD DELMAN RAGES AGAINST THE MACHINE the difficulty.” Lie Ei 
kt came out at a great time, too, says CENTIPEDE (icTURED) 

Howard. “Arcades were springing up SYSTEM: ARCADE 

“Originally, the small saucer used to full story) and the widespread use of the everywhere. Offices were getting games, YEAR: 1980 


come out and shoot instantly,” explains 
Ed. “If you were right next to him he'd 
nail you. People said it wasn't fair, so | 
said okay, |l give you a second before he 
takes his shot so you can see where he's 
at. Unfortunately that opened the big fat 
window to lurking.” 

Ah, the ancient art of lurking, where 
the proficient player leaves a solitary 
asteroid on screen and then hunts 
saucers for hours, sometimes days, 
accumulating mammoth scores. It 
reached its zenith in November 1982 
when 15-year-old Scott Safran played 
a single game for an entire weekend 
setting the current world record of over 
41 million (see Retro Gamer 28 for the 


technique led many arcade owners to 
complain about these marathon games. 
“What they didn't see was that some 
could play that long but a lot of other 
people would try,” notes Ed. “So Joe 
might play for six hours on one quarter, 
but then all Joe's friends come in and 
try and be as good as Joe and put in 
a lot of money. That really contributed 
to both the game's popularity and its 
longevity. We actually made a new chip 
to prevent lurking, but a lot of operators 
found that with it their earnings went 
down and wanted it put back to the 
old way. Asteroids would have been 
successful anyway, but lurking became 
part of its lore...” 


doctor's surgeries were getting them... 
there was an unprecedented demand 
and everyone in the business sold 
everything they had. The industry was 
hot back then. And Asteroids is a classic 
man-against-machine game. It was 
simple to learn, obvious what you had to 
do and you could improve quickly, but 
however good you got, the game was 
always one sftp ahead. | used to get into 
fights with marketing guys who wanted 
games with more colour, more things 
on screen, things to be more lifelike. I'd 
say it was all about gameplay, how fun 
something is.” 

Ladies and gentlemen, after 32 years 
we are still floating in space... 
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ADBAUIA 


» COUNTRY: SPAIN 

» POPULATION: 44,651,950 

» CAPITAL: MADROD 

» NATIONAL LANGUAGE: 
SPANISH 

* CURRENCY: EURO 

» TIME ZONE: CET +1 


DEL CRIMNEN 


Taking a change of pace from the usual Japanese imports, 
Darran Jones instead turns to Spain and uncovers one of the 
greatest isometric adventures of all time 


elieve it or not, one of the best isometric 

adventures to ever appear on an 8-bit system 

wasn't by Ultimate, Denton Designs, nor any 

other UK developer, for that matter. No, the 

game in question was by a young Spaniard 
who based his creation on a book that he never managed 
to obtain the rights for. The novel in question is Umberto 
Eco's The Name Of The Rose; the game, La Abadia Del 
Crimen (The Abbey Of Crimel, is an 8-bit masterpiece by 
Paco Menéndez that is well worth playing through, even if 
you don't understand a word of Spanish. 

Released by Opera Soft in 1988 and created for the CPC 
6128, La Abadia Del Crimen is an astonishing piece of work 
that not only proves to be a genuinely engaging adventure 
but also features some truly mesmerising design, both in its 
brilliantly drawn sprites and the immense monastery that 
the adventure is set in. 

Following the plot of the famous book, you take on the 
role of Fray William, who has been summoned to the out 
ofthe way abbey in order to solve the mystery of a missing 
monk. With only seven days to solve the case, the player is 
left with not only a massive amount of work on his hands 
- more so if you're not playing the recently translated MSX2 
version — but only a finite amount of time to admire Juan 
Delcan's gorgeous graphics. 


“|MSX2] Albadia's Engish transladon can 
ba found at softmundivia.es/mpazos/ 
abadia/, lt's MSX2-andy, however, 
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Indeed, La Abadia Del Crimen's visuals are quite frankly 

stunning on the CPC and easily manage to outdo many 

of the adventures created by Ultimate. Sprites are full of 

character and walk around with a convincing gait and the 

many objects you pick up are instantly recognisable, while 

the massive abbey easily captures the ancient buildings 

of old. Huge and imposing, the detail of the ancient citadel 

is astonishing. Floors are intricately tiled, stained glass 

windows are full of detail, and even brickwork looks like 

a work of art, so much care and love has Delcan lavished 





[Amstrad] Albadw's gameptay es reminscent [Amstrad] You have just seven days to 
af Denton Designs” The Great Escape. solve the abhey's mystericus murder. 


upon the project. Ported to both the ZX Spectrum and MSX, 
the game loses a little in the conversion, but it remains 

a stunning piece of work that shows just what can be 
achieved by a small yet dedicated team. 

For all its gob-smacking beauty, the real pleasure of 
La Abadia Del Crimen can be found within its perfectly 
crafted and tightly honed gameplay. H Abadia's 
visuals perfectly replicated the period that you 
find yourself in, then its gameplay takes things 
one stage further by allowing you to feel part 
of a living, breathing world. At the heart of 
La Abadia Del Crimen is a simple mystery, 
but you soon discover plenty of twists that 
keep the story moving nicely forward, and as 
bodies begin to crop up, you“! have to solve 
a variety of item-based puzzles in order to 
stay one step ahead of the abbey's killer. 

This is easier said than done, though, 
for while you have your faithful servant 
Asdo following your every move and a week 
to solve the mystery, you also have to seek out 
important clues while fitting in with everyday life 
at the monastery. 

Às with The Great Escape, which came 
out the year before Menéndez's game, other 
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GREAT GAMES CAN COME FROM UNEXPECTED SOURCES 


characters will go about their daily business and Fray 

William must ensure that he's in certain locations at the 

relevant time. the player doesn't manage to do this 

then William's Obsequium level will drop. Allow 

the Obsequium level to drop to zero and you'll be 

unceremoniously booted from the abbey and unable to da ” 
complete your quest. Even seemingly innocuous things | Mm Po 


like bei ht walki d the abbey at night 
ike being caught walking around the abbey at nig can'T impoar> 


will have you immediately ejected, so the VOU COULO COU 
gameplay becomes a clever balancing act as 


you juggle your sleuthing with the many menial 
tasks that you must perform. 
Originally created for the Amstrad CPC 
6128, Menéndez's game was later converted 
to the Spectrum 128, PC, MSX and CPC 464, 
while remakes exist for the PC, Game Boy 
Advance and MSX2, the latter of which has an 
English translation. 

Sadly, despite the brilliance of La Abadia Del The setting is, admittedly, completely 
Crimen, it would turn out to be Paco Menéndez's different, nsurprisingh set in 
last ever computer game. He left gaming to a WWi prison camp, but in terms 
complete his degree in telecom engineering, only poi obesa ng 
to tragically take his own life in 1999 after jumping ra ari ia Per Ra 
from his Sevillian apartment. beautifully crafted game. It's a fantastic 
He was 34 years old at the time. ttle in its own right as well 
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RETRO GAMER DIGS UP THE FILES OF THE CLASSIC COMPANIES OF OLD 


Magnetic Scrolls 


In the heyday of text-based adventures, 
Magnetic Scrolls was one of the major 
players. Martyn Casserly unrolls the 
parchment and delves into its world to 
discover the story behind the storymakers 


| i ou wake up on a sunny 
August morning with 
birds singing, and the air 
fresh and clear. However, 
your joints are stiff and you have not 
woken in your bedroom as you would 
have expected...” 
Now this might sound like the morning 
after a pretty heavy night on the tiles, 
but instead it was the way that Magnetic 
Scrolls introduced itself to the text-based 
adventure world in 1985 with the release 
of The Pawn. The genre was enjoying its 
golden age at the time with two big hitters 
dominating the field: Infocom, the US giant 
responsible for legendary titles such as The 
Hitchhiker's Guide To The Galaxy and the 
wonderfully named Leather Goddesses 
Of Phobos; and Britain's Level 9, who had 
a formidable catalogue of its own, with 
games such as Adventure Quest, Dungeon 
Adventure and Red Moon. 
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“There was certainly a pioneering spirit 
back in the Scrolls days,” co-founder Hugh 
Steers remembers, “| knew Ken Gordon 
and Anita Sinclair wanted to start a software 
company, so we had this idea to write text 
based adventures, which suited the limited 
capabilities of home micros at the time.” 

For the games to work they needed a 
writer, so they turned to another of their 
colleagues, Rob Steggles 

“We were just a bunch of school friends 
having fun with these newfangled home 
computers,” says Rob. “It was all very new 
and we learned as we went along. Ken and 
Hugh were the programming geniuses, 
and once they hooked up with Anita | was 
invited to help write a scenario for what 
was originally intended as a game for the 
Sinclair QL.” 

Sinclair's new machine was having 
difficulty enticing developers to the 
platform, which provided Scrolls with the 


opportunity to align itself with a high-profile 
brand for its first release. The company 
agreed to develop fts debut title for the 
system, and to subsequently release it 
under the Sinclair Research label with 
“Software by Magnetic Scrolls" adoming the 
bottom of the box. The confusing nature 
of the QL's market placement (was it a 
business machine or a games machine?) 
plus Sinclair's unsuccessful promotion and 
unusual packaging (the game came with 
two Sinclair microdrives in the box) meant 
that Pawn-QL sold poorly, but the quality of 
the game itself had already caught the eye 
“The Paun was loosely a comic parody 
of the archetypal adventure fantasy plot,” 
Hugh explains. “There was a princess to 
rescue, a magician and an “adventurer, 
who was supposed to be the one playing 
the game while the player's character was 
only there by accident. VVe experimented 
with what could and couldn't be done, and 
tried to expand on the basic 'verb noun' 
grammar. | managed to get 'put the pot 
plant in the plant pot” to be understood, so 
we wrote it into the game!” 


Chapel court 

The Scrolls office was in the winding back 
streets of South London, sandwiched 
between the locations for Dickens' Little 
Dorrit and Chaucer's Canterbury Tales. 
Though modest, it proved a creative 


DHNSTANTEXPERT 


Magnetic Scrolls was formed 
in 1983 by Ken Gordon, Anita 
Sinclair and Hugh Steers. 

After a brief stay in Eltham, the 
company setiled down in the 
Borough, near London Bridge 


The company's first ralease 

n the Sinclair OL and 
suitadly ttled Ol-Pann. The 
game was distributed under the 
Sinclair Research banner and 
came packaged with a pair of 
micro-drives. 

Anita Sinclair's bulldog Murdoch 
became a regular fixture in the 
Magnetic Scrolls office and 

was evernually adopted as the 
company mascot 

The games often contained 
“goodies”, wiuch ranged from 
posters and fake newspapers to a 
fish identification chart 


Michael Bywater, the voritor of 
Scrolls” third game, Jinxier, was 
good friends with Douglas Adams 
and was reportedhy the Inspiration 
for the Dyk Gently novels. 


The inspiration for The Guardians 
in Jirixter vias à cartoon Bywater 
had seen in Punch magazine, 
depicting middle-aged cherubs 
with moustaches and glasses 
Originally, the games woro 
published by British Telecomsoft 
imprint Rambiro, out after 
Microprose bought the compary 
in 1989, Scrolis decided to look 
for a new distnbutor, eventualhy 
sgning with Virgey Games 





66 Scrolls games tried, to an 
extent, to let you do what you 
wanted, silly or not77 


HUGH STEERS ON THE FREEDOM 


M THE TE JUGHT TO ACHIEVE 
environment for the emerging company, as 
Hugh explains 

“The atmosphere and much of the 
development was lighthearted,” he says 
“There were many jokes and pranks going 
on, but we did put a lot of creative energy 
into the works. Actually, the development 


team features in The Pawn, right at the end, 


You reach the room with no windows and 
Ken hands you a list of bugs to fix while the 
team runs off to the pub.” 
As a writer, Rob found the literary history 
of his surroundings inspirational 
“The place in Borough 
High Street was full of 


U By THE NUMBERS 


1 The number of games 
Magnetic Scrolls released on 
the Sinclair OL. (OL-Pawn) 


2 The number of Scrolls 
games set in the fantasy land of 
Kerovnia (The Pawn and Guild 
Of Thieves). 


': Collections 1 and 2) 
- 5 The number of magical 


2 Greatest hits compilations 
that were released by Virgin 
Games. (Magnetic Scrolls 


charms needed in Jinxterto 
finish the game. 


| 7 The number of 3.5-inch | 
| disks that the PC release of The | Amstrad CPC & PCW, Apple 2, 
| Legacy was spread across. 
| 8 The number of original titles , 
| that Magnetic Scrolls released. 

: 13 The number of platforms 

| that Magnetic Scrolls games 


Dickensian and Chaucerian ghosts, so ft 
was quite evocative — | kinda liked that. It 
was a typical development office, though: 
endless streams of coffee, borrowed and 
discarded computer bits all over the place 
and a humming DEC Microvax lurking in 
the comer.” 

Atari had recently launched the ST, 
and the Scrolls team decided to release 
a revamped version of The Pawn on the 
new machine. They approached publisher 
Rainbird with the game and it was met with 
a positive response. Rainbird's suggestion 
that graphics be added to make use of the 
powerful new systems would also turn 
out to be significant. Artist Geoff Quilley 
was asked to create static illustrations for 
locations within the game, and the results 
became something of a game-changer 

“The Pawn was fun to work on, as it 
" recounts Geoff. “The 
ST was still very clunky, of course, but the 
wider range of colours and smaller pixel 


was all very new, 


| were released on. (Amiga, 


| Archimedes, Atari ST & XL, C64, 
| PC, Mac, OL, Spectrum and 
Spectrum +3) 

350 The amount of points 


| needed to completely finish 
| The Pawn. 


size meant that you could achieve certain 
interesting effects and produce quite 
sophisticated designs. At the same time the 
restrictions posed enormous challenges 
There were certain things that simply 
couldn't be done, especially anything too 
detailed or complex. My approach was to 
pick up on some aspect of the text that 
seemed to lend itself to visual treatment 
and then exploit that, so that the pictures 
would provide something that wasn't in the 
text but added to it and created another 
dimension to the game.” 

The Pawn became a huge critical and 
commercial success, winning awards and 
an army of fans. Previously, adventure 
games had featured sparse illustrations of 
dubious artistic quality, mainly because of 
the restrictions of the 8-bit machines, but 
the high-class nature of the art in The Pawn 
immediately gave Magnetic Scrolls a brand 
that was associated with quality. 

Of course it wasn't just the aesthetics 
that caught the eye — the game also 
featured an advanced parser that could 
handle more complex commands. But 
probably the standout feature was the 
intelligence of the writing. Not only were 
the puzzles tricky and thought-provoking, 
the game also displayed a knowing sense 
of humour that poked fun at the genre itself 
This became obvious within a few moves of 
the starting location, where you discover a 
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EO DI TETE Da 


£6 The inspiration was really to 


do an adventure game that 


didn't take itself so seriously77 


ROB STEGGLES EXPLAINS THE SCROLLS MENTALITY 


As text-based adventure games 
involved little in the may of 
action but instead used plenty 
of story and puzzles to solve, it 
became à common practice to 
put some goodies in the boxes 
Magnetic Scrolls was no slouch 
in this department and included, 
among others, à novella for The 
Pawm, 8 copy of Vuhat Burglar? 
for the Guild Of Thieves, Jinxter 
came complete with a beer mat 
advenising Old Moose Bolter 
But perhaps one of the most 
interesting and innovative of all 
was the cassette that players 
found in the Corruption box. The 
audio contained actors playing 
Scenes relevant to the plot of the 
game, which the player would be 
prompted to listen to once they'd 
reached a certain point 

“Initialhy it vvas just a part of 
the game that 'd put in —a clue to 
the instigaror of the conspiracy, 
Rob Steggles explaims. “But at 
that stage ft was just described as 
a tape that had taken various bits 
of “egitimate” conversation and 
edited them into an incriminating 
conversation — we had not 
scripted it. Later, it was deaded to 
make it part of the nackaging, and 
Michael Bywatar wrote the script 
and had it made vp.” 


> red line on the floor that is described as 'the 


southem edge of the adventure”, a subtie 
jibe at the invisible walls that many of the 
current crop of adventure games contained 

“The inspiration was to do an adventure 
game that didn't take itself so seriously,” 
reveals Rob. “Ve had a normal-looking 
adventure setting and then let the character 
have as much freedom as our system, 
memory limitations and our imaginations 
would allow. VVe all got frustrated at 
adventures that blocked you and made 
vou solve puzzes sequentially. VVe all 
got annoyed at the “you find yourself..." 
descriptions, and wanted to overturn 
some stereotypes. The ideas came from 
everyone in the team and | tried to herd 
everything into some kind of story; It was 
very collaborative.' 

Technically, The Pawn was a complex 
achievement that set out to address known 
issues in the adventure game genre. 

“We thought it correct to ensure that 
every item mentioned in the text of the 
game actually existed,” Hugh explains. 
“This meant that you could reference such 


» Guild Of Thigves proved that Ths 
Pawnwas no fiuka and it went on 
to win several awards 


» [ST] A summer cottage in 
Jinxter, but the owner has 
bean kidnapped and you 
need to find him. 


objects in your input. H the text mentioned 
a candiestick, for example, it should exist 
and you should be able to examine it or 
even take it. By comparison, Infocom 
didn't always abide by this rule in its 
releases. Often, the text was seen more 
as a qualitative description of the scene 
rather than a quantitative one. Although | 
had huge respect for their games, playing 
them | often felt | wanted to do something 
that the game wouldn't let me. Usually this 
was because it was something daft and 
irelevant to the plot, but Scrolls games 
tried, to an extent, to let you do what you 
wanted, silly or not.” 

The Pawn came packaged with a poster 
of the cover art and a 44-page novella 
introducing the fantasy world of Kerovnia, 
where the game was set. These 'goodies” 
followed on from the example set by 
Infocom and would become a feature of 
all future Magnetic Scrolls releases. After 
the initial success, fans were hungry for 
more, so the team set to work on their 
next adventure, The Guild Of Thieves. Rob 
Steggles was again in the writer's chair. 

“For the “difficult second album, we had 
to do something a little more traditional, 
more coherent, albeit with a similar voice 
and sense of humour,” says Rob. “IH there 
was pressure, Ken and Anita were very 
good at hiding it from the rest of us. We 
just got on with the writing and hoped we 
had hit on another winner. 

Not content to simply revisit old pattems, 
Hugh and the development team looked to 





RELEASED ON THE SINCLAIR QL. 
PORTS TO OTHER SYSTEMS 


ANITA SINCLAIR, KEN GORDON 
QUICKLY FOLLOVI. 


AND HUGH STEERS FORM 


MAGNETIC SCROLLS 
ITS FIRST TITLE, THE PAWN IS 


H/v/38/,/3 


1983 1985 
add more features to the structure of the 
game to give the player a better experience. 

“For each title, we tried to explore new 
plot methods, and Guild was what we 
termed a 'collect the treasures' game. 
Although this sounds simplistic, there are 
several important upsides. Firstly, if you 
have ten things to collect and you've got 
seven, then you're around 70 per cent 
through the game. We leamed that people 
liked to have some idea of progress and a 
score when playing games. Secondly, the 
puzzes surrounding these treasures can be 
largely independent so that rt's possible for 
players to tackle all the remaining targets 
simultaneousty and in any order, trying out 
ideas as they occur. People liked this too, as 
they were less likely to get stuck." 

Guild Of Thieves was an instant hit and 
went on to collect, among others, the CGW 
Game of the Year award in 1987, confirming 
Magnetic Scrolls as a real force in the 
adventure game market, 

“The Pawn gave us impact,” Rob says 
“But by most other measures, Guild was 
probably the most successful game that 
Magnetic Scrolls did.” 


À new world 

Leaving the shores of Kerovnia behind, 
Scrolls” next game would feature an even 
stranger world fashioned by a new writer. 
Michael Bywater was already a respected 
joumalist working on publications such as 
The Observer, MacUser and Punch when 
he was asked to rework a story written by 
Anita Sinclair's sister, Georgina, The result 
was Jinxter, in which the player is saved 
from certain death by a Guardian, who then 
asks them to recover five magical charms 
spread throughout the game. The Guardians 
were not your regular celestial beings, 
though; instead they were seedy-looking 
men in Herringbone overcoats who all 
shared one name: Len. The reason for this 
was simple, as Michael reveals. 

“They amused me, and they amused 
Anita, and they amused the chaps. No more 
than that,” he says. “Except | suppose we 
were playing with the limitations of NPCs. 
One of the limitations is that differentiatng 
them is very difficult. You can do the Zork 
or the Planetfall trick and have just the one 
(in Zork it's the Thief who pops up without 
any reference to what the player is doing 





RELEASED, 


SIs 


NEVE: 
IVEN EXCLUSIVELY TO 


J0FT 


THELASTTWO COMMERCIAL TITLES 
G 


WITHTELECOMSOF T/RAINBIRD ARE 
RELEASED: FISHUAND CORRUPTION, 
MYTH. 4 FREEBIE TO PROMOTE AN 
ADVENTURE GAME CLUB CALLED 
“DFFICIAL SECRETS IS WRITTEN 


JOINS THE TEAM TO WRITE SOME OF 
AND 


THE 'GOODIES' THAT ACCOMPANY 

THE GAME. HE THEN PROCEEDS TO 

WRITE THE SCRIPT FOR THE NEXT 
TER. 


AWARDS, MICHAFL BYWATER ALSO 
RELEASE, JINX 


DISTRIBUTOR SHORTLY AFTER 


MICROPROSE BUYS THE 


at the time; in Planetfallit's Floyd the robot 
who follows you around), but we thought 
we'd turn that limitation into a sort of 
running gag.” 

The challenge of writing for a game 
rather than print publications presented 
Michael with a brand new set of problems 

“The differences between adventures 
and ordinary narrative prose are so many 
that it's probably easier to say what the 
similaríties are,” he explains. “Both involve 
words. Both involve using words to build 
some sort of imaginary world. End of 
similaríties. | mean, think of the things 
you haven't got in an adventure game 
that you have got in a straight — or indeed 
monstrously bent — story. The main thing 
you haven't got is narrative control. You 
can't time things. You can't spin out tension. 
You can't control where the reader goes or 
what he or she sees. You don't have the 
precise control you would in a novel.” 

Although he may have wrestled with the 
limitations of the game structure, this didn't 
stop Michael from penning a surreal and 
wonderfully amusing script. Jinxter went 
on to be another commercial success for 
the Magnetic Scrolls team, and is still 
often cited by many fans as their favourite 
Scrolls game. 

The Eighties boom-and-bust economy 
focused attention on the fluctuating financial 
markets, and the next game's setting saw 
a move away from mythical worlds and 
spiritual metaphors into a more familiar 
realm. Rob Steggles returned, fresh with 
new Influences. 
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w [ST] Even in tha fantasy 
world af Jinxrer, it's 
impossible to get a seat 
onthe bus. 


“Hd played Infocom's murder mysteries 
and wanted to try something different 
from the usual fantasy/sci-fi settings,” he 
says. “Eventually, we settled on a thriller 
set in the City of London. When it was 
published, insider trading was all over the 
papers, so the timing was pretty good. 

Corruption marked another innovative 
approach to adventures, as the classic 
puzzle-centred model was pushed back in 
favour of a character-based game 

“There were puzzles in the game,” 
clarífies Rob. “But the big puzzle was 
figuring out a conspiracy and then working 
out how you could manipulate it so that 
you came out alive, ie a winner, Pacing it 
was tricky as the characters had to appear 
sufficiently real to suspend disbelief. The 
ratio of character responses as opposed to 
item and room descriptions in the writing 
was definitely higher than in any previous 
games. We also had characters interacting 
and moving around. In fact, we restricted 
the modes of talking (the number of ways 
the player could interact with characters) 
and made the range of responses for each 
character much wider. For the endgame 
with the police interview and courtroom 
outcome there was some incredibly 
complicated network/flow diagrams of 
which response took you where — Hugh 
had a devil of a job to code that one.” 

To give them the kind of control they 
needed for structure — not to mention 
porting the games to the multiple 
platforms they now supported — the team 
had always relied on building their own 


| leaving the Scrolls team, 
| Hugh began working 
es a freelance software 
| developer and eventually | 
| teamed up with Doug | 
| Rabson again recentiy 
| atinmarsar, the world's 
| Igading provider of 
| global mobile satellite 
| communications. 


' Geoff Quilley Dr 

| Geoff Quilley left the 

| commercial gaming 

| industry behind and 

| instead entered the 

| lauded halls of academia. 

| Over the years he has 

| been the curator of 
fine art at the National 

| Maritime Museum, 

| lecturer in the History of 

| Aratthe Universiyot | 
Leicester, and is currentiy | 

| the senior lecturer in 

| Art History at Sussex 

| University. He has also 

| published several books 
and research papers on 

| Art History. 


n [ST] The Guru in 
The Pan may look 
peaceful, but he won't 
stop laughing at you 
untilyou solve a rddle 


' Doug Rabson After 

* leaving Magnetic 

* Scrolls, Doug set 

- Up the company 

* RenderMorphics with 

' another ex-Scrolls 

* programmer, Servan 

' Keondjian. Together they 
: developed the Reality 


Lab 3D API, which 


* would later become 

: Direci3D when the 

* company wes bought by 
* Microsoft. Direct3D is 

: now an integral part of 

“ the graphics API on the 


: Xbox and Xbox 360 

' games consoles. He 

* Currentiy works at 

' Google with another 

: ex-alumni of the Scrolls 
| team, Steve Lacey. 


' Rob Steggles Rob 

| now píes his trade in 
: Paris, where he is the 
| European merketing 

| director for NTT 


Communications, 
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' one of the largest 


telecommunications 


* companies in the world. 


' Michael Bywater 

: Michae!'s joumalistic 

: career has been wide 
: and varied, seeing 

“ him write for national 

* newspapers such as 

* The Independent, The 


Times, The Observer, 


“and The Daily Telegraph. 


He's also written and 


' held editorial roles at 
' the magazines Punch, 
' Cosmopolitan and 


Women's Journal. 
Michael was close 


“ friends with the now 

- sadly deceased Douglas 
* Adams, with whom 

' he coliaborated on the 

: game Starship Titanic. 

' Somehow he has also 

' found time to pen 

' several books, including 


Lost Worlds and Big 


' Babies — both of which 


are well worth a read. 
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> development programs rather than relying 


on off-the-shelf products. 

“The basis of the engine for all the 
games was developed for The Pawn,” 
Hugh states. “Obviously, this improved 
substantially over the course of the other 
tes, but it nevertheless retained fts original 
architecture. The engine would handle the 
plain vanilla operation of the world (doors, 
keys, containers, water, fire, moving things 
etc). Each of the non-character objects in 
the games was described by 14 bytes of 
“noun data”. This data modelled all of rs 
physical properties (size, weight, texture, 
material, temperature etc). From this, 
the engine could manipulate objects in a 
general way; for example, it would know if a 
thing could be carried or fit in a bag. 

“For a new game, you designed the 
location layout, connectivity and wrote the 
room descriptions. Then you constructed 
all the objects, which consisted of their 
data plus a textual description. The data 
was compiled by a program called “fred23', 
This process was tedious, but effective 


Wyith Infocom, Level 9, and 
Scrois being the dominant force 
in text-based adventures, you'd 

n for thinking that they'd 


possibly even hostile to each other 
Hugh Steers and Rob Steggles set 
the record sirasght 
“There was à friendly rivalry 
betvisen Scrolis and Infocom,” 
says Hugh. “| tunk the general 
feeling back then was that people 
bought the games they wanted 
and that the other companies were 
not competing against you for 
market, but adding to the genre” 
“We met all those folks 
at various exiuoitions, awards 
ceremonies and such fke," ados 
Rob. “Vie al s got on well with 
them, especially the Infocom guys. 
| vagusly remember someone 
— Keith Campbell from C&VS 
magazine, | think = organising 
an acverure writers' med one 
aning in London during the PCWV 
4 wtuch was great fun. E think 
must have all played each 
other's games — we were fans first 
and foremost, so ff there were army 
issues, | wasn't aware of them. 


» [ST] There ware ahways plenty of clues hidden in the rooms, not all of which appeared in tha illustrations 
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The biggest difficulty with each platform, 
aside from whipping it for as much memory 
as possible, was the graphics. Scrolls 
regarded the graphical pictures in much 
the same way as you might encounter 
illustrations in a book. They tum up at some 
point in the plot, but they don't update or 
change. People used to complain that the 
pictures did not reflect the changing game 
circumstances, but this wasn't feasible 
Instead we spent a great deal of effort 
trying to make the pictures as high fidelity 
as possible, for the time. Today, the pictures 
look poor, but in their day some were truly 
amazing. Each one was drawn by hand.” 
Scrolls" next few releases, including the 
weirdly interesting Fish! and a mini-game 
freebie called Myth (used to promote a new 
adventure game club run by Tony Rainbird) 
kept the public happy, but the team were 
much more excited about a game they had 
in development named Wonderland, which 
used a brand new interface called Magnetic 
Windows. Hugh Steers takes us through 
the looking glass 


“Home micros were becoming more 
graphic-capable. VVhen 8-brt micros largely 
gave way to 16-bit ones, we started to 
consider how we could use the increased 
memory, CPU and display. Magnetic 
Windows was an attempt to move from a 
text-based system to a windowing system.” 

Doug Rabson had been on the team 
since Jinxter and played a prime role in 
writing the Magnetic Windows cade 

“The main challenge designing the 
window system was efficiency," he 
explains. “| think the slowest machine we 
were targeting was a 4.77MHz IBM PC 
with 640k of memory and CGA graphics, 
and it was a challenge to work in that 
constraint. The system had to be portable 
as well - we produced Atari ST, Amiga and 
Archimedes versions that were all quite 
different, and on the PC platform we had 
to cope with at least four different graphics 
standards (CGA, EGC, VGA, Hercules). We 
needed a lightweight, portable GUI and 
there was really nothing available so we 
wrote our own,” 


&& The place was full 
of Dickensian and 


Chaucerian ghosts, so 


it was quite evocative 
-| kinda liked that du 


ROB STEGGLESONT 


OFFICES AT 1 CHAPEL COU 


» [ST] Geoff Quiliey's impressive artwork was a main feature in Scrolls” games. 


» Though technically mpressive, 
Wonderland came too late, as 
text-based adventures" popularity 
began to fade 





ESA OF THE BEST 


The Pawn (1985) 

Scrolls introduced itself to the world with 
this tale of a hero who ends up trapped 

in the world of Kerovnia. More powerful 
systems featured the gorgeous artwork of 
Geoff Quilley, while others had to make do 
with the excellent story and puzzles. 


The Guild Of Thieves (1987) 
The difficult second album saw the retum 
of Kerovnia, but m place of the press- 
ganged protagonist there was à young 
hopeful trying to join the titular guild. It 
used an improved parser and fiendish 
puzzles that increased in difficulty. 


Jinxter (1987) 

Michael Bywater's surreal humour makes 
an appearance in this wonderfully weird 
game. Luck has been stolen by a witch, 
and it's the job of the player to get it 
back. The game featured one of Scrolis' 
popular characters: The Guardians. 


Corruption (1988) 
prq ia 
feshibri ecession 
Stegg'es and Steers the setting 
to the city. The gameplay centred on 
conversations and even included a tape 
with pre-recorded messages 


Fish! (1988) 


À, return to the surreal with a central 
character thal's a dimension travelling- 
goldfish who has to foil the plans of a 
group of terrorsts know as The Seven 
Deadly Fms. A team of six artists worked 
on the graphics, including Geoff Quiley. 


Myth (1989) 

Not strictiy a commercial release, Myth 
was offered as a gift to those who joined 
the Official Secrets adventure gaming 
club. Às you might expect from a freebie, 
itwas short and lacked many of the 
innovatons found in Scrolls" other games. 


Wonderland (1990) 

This hugely ambitious version of the 
classic Alice story saw the introduction of 
a new Magnetic Windows graphical user 
interface. The GUI allowed the player 
access to things such as inventory and 
maps in separate windows, revolutionary 
at the time. The age of adventure games 


was ending, though, and Wonderland 
faled to be a big hit. 


The Legacy (1993) 

The first and onty original 

tive to be released under the 

Magnetic Scrolls name by 

Microprose after it bought 

the company. In a departure 

from its normal style, and m 

response to the more graphics- 

based games of the time, 

The Legacy was à horror-RPG 

that made extensive use of 

the Magnetic Windows GUI. 
The multi-windowed screen featured a 3D first-person perspective, map, 
character stats, and room descripton. All this high-tech wizardry had a 
devastating effect on loading times, which meant players on less powerful 
PCs found the gameplay too slow and frustratng. 


Moa 
a “a 
pera 


» The games often 

came with interesting 
props to enhance the 
players' experiences. 


End of an era 

As the end of the Eighties arrived, there 
were already doubts as to whether the 
text-based adventure genre would survive 
the new decade. Microprose had recently 
purchased Telecomsoft, parent company 
of Rainbird, and Magnetic Scrolls had 
opted out of the deal, leaving them without 
distribution. In 1990 a new deal was agreed 
with Virgin Games and the long awaited 
Wonderland was released. But for all its 
innovation and hard work, the game failed 
to make the impact required 

“IL think in the Wonderland project, we 
took on a bit too much in one go,” Doug 
reflects. “The game itself was large and 
complex, and the GUI took a lot of effort 
to develop. In the end, the project just took 
too long — by the time it was done text 
adventures were on the way out and the 
recession was starting.” 

lf the Eighties had been the golden age 
of text adventures it seemed the Nineties 
would be their darkest hour. The once- 
mighty Infocom had closed in 1989; Level 
9 held out until 1991, but financially the 
genre was no longer viable and soon the 
same fate would befall the Magnetic Scrolls 
team. In 1992 the company was sold to 
Microprose, and although Ken Gordon 
would release one final title in 1993 called 
The Legacy, the Magnetic Scrolls that had 
shone so brightly for those brief years was 
no more. 

“ts important to note that Magnetic 
Scrolls did not go bankrupt,” states Doug. 
“It was wound up in an orderly fashion 
and all creditors were paid. | think Ken 
Gordon still owns the company. | left 
a bit before this winding up but kept in 
touch with some of the staff, so | heard 
about it from them when the doors finally 
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closed at Chapel Court. | think that when 
graphical adventures started to appear, text 
adventures were definitely on the way out 
After all, we expected players to actually 
read and think,” 

The company maybe could have 
converted to the new playing field but, 
as Hugh explains, that was never really a 
serious consideration 

“It was clear that the genre was moving 
towards the point-and-click style; it was 
one of the reasons why we moved to a 
graphical environment and added animation 
It would have been feasible to adapt to 
that kind of game in the new system, but 
the more pertinent question was if that 
was what we wanted to do, Furthermore, 
it would have required a scaling up 
of development teams, budgets and 
organisation. All of a sudden, something 
small, creative and interesting would turn 
into the mundane world of schedules and 
meetings. | don't think anyone really 
wanted that.” 

26 years on from Rob Steggles' 
words that opened this story, the name 
Magnetic Scrolls is still held in high regard; 
a testament to the quality of work and 
freedom of spirit that marked them out as 
special. It's only fitting then that he should 

have the last words 
“Looking at it now from a distance of 

more than half my lífetime away, | guess 
if 1 did it again I'd probably agonise much 
more over every sentence and full stop 
and comma; all of which would serve 
no purpose other than to strangle the 
DiY/have-a-go attitude that we all had back 
then. No focus groups, no strategy sessions 
or project plans — just start, keep writing 
and laughing until it's done. Add a bit, cut 
a bit out to make it fit and then ship it. The 
good old days, eh?" 4 
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oe: Mega Man 








SPRITES ARE ONE OF THE GREATEST INVENTIONS OF THE 20TH CENTURY, SO JOIN US AS WE LOOK AT THE MANY 











HEROES AND VILLAINS THAT MAKE GAMES SO MEMORABLE. THE MONTH, THE MEGA MAN SERIES 


ove him or loathe 
him, Mega 
Man has been 
a huge success 
for Capcom, with the little 
metallic marvel appearing 
in over 20 games since he 
made his debut in 1987. 
| Immediately recognisable 
thanks to his metallic blue 
suit and huge gun that's 
grafted onto his arm, Mega 
Man endeared himself to 
a legion of NES owners 
thanks to the well-designed 
levels he had to navigate 
and the titular bosses that 
awaited him at the end of 
each stage. 
Indeed, it's Mega Man's 
bosses that resonate with 
the player as much as the 
hero himself, mainly because 
Capcom was able to cram so 
much charm and character 
into each and every one 
From the sheer girth of 
Gutsman to the bat-like form 
of Shademan, they constantly 
impress thanks to the sheer 
amount of characterisation their 
limited pixels project. Here's a 
selection from the first seven 
games So you can see exactly 
what we mean. Good hunting 
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, E Good luck finding a Mega 


Man game in Japan. He's 
known as Rockman in the 
Land of the Rising Sun. 


E Mega Man's creator is Keij 
Inafune. Other Capcom 
franchises he's worked on 
noude Dead Rising and the 
Onimusha games 


E Spin-offs of the core franchise 
noude Mega Man X, Mega 
Man Battie Nenvork, Mega 
Man Star Force and Mega 
Man Legends. 

E Earlier names for Mega 
Man included Rainbow Man, 
Knuckle Kid and Might Kid 


E Just like Alex Kidd, Mega Man 
was gong to have a paper, 
stone, scissors mechanic for 
use against certain enemies 


E Mega Man also likes to 
cameo in other Capcom 
games, including Onimusha 
Blade Vramiors, Cannon Spike 
and Marve! Vs Capcom. 


E He's also no stranger to 
television and has appeared 
n the popular Eightes 
cartoon, Captain N; The 
Games Master 

E The Mega Buster (which 
allows Mega Man to charge 
up shots) made its first 
appearance in Mega Man 4 
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Mega Man Dr Light 
First Appearance: Frst Appearance 
Mega Man Mega Man 


É é 


Centaurman 
First Apporance Frst Appesrance 
Mega Man5 


Mega Man6 


Frst Appuarance 
Mega Man 6 


Frst Appearance 
Mega Man 


«Junhoman 
Fest Appearance 
Mega Man 7 


Fest Appesrance 
Mega Man 


Shademan 
First Appearance 
Maga Man 7 


Shadowman 
Frst Appearance 
Maga Man3 


Tomahawleman 
First Appearance: 
Mega Man6 


Topman 
Fest Appesrance 
Mega Man 3 





Dr Wily Rush 
Frst Anpaarance Frst Appearance 
Mega Man Megas Man3 


Airmen 
Frst Appearance: 
Maga Man3 


A 


First Appesrance 
Mega Man 


Mega Man 2 


Cloudman 
Fest Appearance Fest Appcsranco 
Mega Man 7 Maga Man5 


Darkman 
First Appearance 
Mega Man 5 


Flashman 
Frst Appearance 
Mega Man 2 


Freezeman 
First Appearance 
Mega Man 7 


Geminiman 
First Appearance 
Mega Man 3 


Gravityman 
First Appearance 
Mega Man 5 


Metalman 
First Appearance 
Mega Man 2 


4 


Snakeman Spartonan 
First Appearance: First Appearance: 
Mega Men 3 Mega Man 3 


4 


Windman 
First Appearance 
Mega Man6 


Knigitman 
FestAppearance 
Maga Man6 


Magnctman 
First Appearance 
Mega Man 3 


Napalmman 
First Appearance 
Mega Man 5 


Skullman 
First Appearance 
Mega Man 4 


Slashman 
First Appearance 
Mega Man 7 


Turboman 
Frst Appesrance 
Mega Man 7 


Wioodman 
First Appearance 
Mega Men 2 


Fest Appearance 
Mega Man5 


First Appearance: 


ia 
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Bombman 
First Appearance: 
Mega Man 


Bubbleman 
First Appearance: 
Mega Men 2 


Burstman 
First Appearance: 
Mega Man? 


First Appearance: 
Mega Men 4 


> 
do 


Diveman 
First Appearance 
Mega Man 4 


Driliman 
First Appearance 
Mega Man 4 


Elecman 
First Appearance 
Mega Man 


First Appearanco 
Mega Man 4 


so 
sé 
e] 


Hardman 
First Appearance: 
Mega Man 3 


Heatman 
First Appearanca 
Mega Man 2 


Gutsman Gyroman 
First Appearance: First Appearance 
Mega Man Mega Man 5 
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Pliaroahman 
First Appearance 
Mega Man 4 


Quickman 
First Appearance 
Mega Man 2 


Nesdieman 
First Appearance 
Mega Man 3 


Ringman 
First Appearance 
Mega Man 4 
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Stoneman 
First Appearance 
Mega Man 5 


Toadman 
First Appearance 
Mega Man 4 


Starman 
First Appearance 
Mega Man 5 


Spring Men 
First Appearance 
Mega Men 7 


tg 
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Yamatoman 
First Appearance 
Mega Man 6 


The Yellow Devil Boat Eddie 
First Appearanco First Appearanco First Appesranco 
Mega Man Mega Man 7 Mega Man 7 
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ATARI 


The Atari 7800, once thought of as the saviour of Atari, 
was a victim of poor timing. Martin Goldberg reveals how it 
meant to launch the next generation of 8-bit consoles, but 
ultimately became an “also-ran' in the post-crash era 


he company responsible for the 7800's 

internals, General Consumer Corporation 

(GCC), had first come to the attention of 

Atari in June of 1981. Missile Command 

had been very popular on campus, until 
some obsessive students began scoring too well 
on the game. In typical smart guy hacker fashion, 
and long before today's common console mod 
kits, three MIT students decided to modify the 
arcade game to make it harder. Feeling a sense of 
entrepreneurial drive, they came up with the idea 
of making a standard kit out of it and selling it, 
giving arcade operators the ability to breathe new 
life into their ageing Missile Command machines 
in the form of new gameplay items and difficulty 
settings. So that June they started advertising, 
and by July Atari was already launching a lawsuit 
and, by August, a restraining order. 

Most small companies at the time would have 
folded right there, but not the people at GCC. They 
were MIT students, after all, and had a strong sense 
of being smarter than the average guy. Their defence 
against Atari's suit would be just another interesting 
puzzle or challenge — things that are entertaining 
to them. After going several rounds with GCC in 
federal court, realising that it may be better to tap 
the talent pool at GCC than squash it, Atari's parent 
Warner worked out a deal in 1982 in exchange for 
dropping the lawsuit: GCC would design games for 
Atari. Atari was forced to drop its lawsuit but did so 
with prejudice, becoming a reluctant contractor to a 
company that it was just actively trying to shut down 
The now-classic games Quantum and Food Fight were 
a result of this deal, as were several games for Atari's 
2600 system. Dunng that time, having designed a 
Pac-Man modification kit called Crazy Otto, GCC was 
able to leverage the Warner settlement to approach 
Bally/Midway with a bluff on the possibility of letting 
it officially release the game. The bluff was that it had 
won its lawsuit with Atari - and it worked beyond its 
wildest expectations. Midway was actually interested 
n seeing Crazy Otto developed into a full sequel to 
Pac-Man, and so Ms Pac-Man was born 

By the end of 1983, flush with cash from its 
growing coin-op and consumer videogame design 
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business, GCC took on its most ambítious project yet: 
designing a home videogame and computing system 
With no expenence in chip, console or computer 
design, but full of bravado from the company's 
successes, several GCC employees flew out to 
California to take a month-long crash course in VLSI 
(very large scale integration) chip design. The goal 
was to be able to design the custom chip needed to 
drive the company's new project, codenamed Spring 
Jokingly named after the MIT “Pre-Spnng Fling' dance, 
it was intended to be a modular computer, IBM- 
compatible, and have graphics and sound capabilities 
to rival any upcoming computers or consoles. As 
former GCC employee Steve Golson put it in a 1994 
interview, “Spring was going to be a home computer/ 
game-playing machine to beat them all” 
Shortly before the design and layout process, 
Atari had come out with its 'high-end” gaming 
system, the Atari 5200. GCC paid attention 
to how it played out, and in the fashion 
that had become typical of the company, 
thought that it could do better. “So 
we get one of these things, they 
sent it out to us, and we saw 
they screwed up. They screwed 
up in so many ways,” Steve 
Golson also noted. Besides 
the controller issue and poor 
game library, most notably 
missing from the 5200 was 
2600 backwards compatibility. 
It had been advertised the past 
June at the Consumer Electronics 
Show, but now was nowhere to be seen, Means 
the ColecoVision had come out, and besides enhanced 
graphics and great arcade ports, it offered full 2600 
compatibility via an expansion peripheral, With the 
ColecoVision beginning to clean up, GCC thought that 
it had the answer. As Steve Golson put it; “We're the 
smart guys on the East Coast, and we're just going to 
save their butts.” And GCC was going to have Atari 
release it whether it wanted it or not, because VVamer 
superseded all management at Atari. 
The pitch was for a 2600-compatible system that 
included souped-up graphics capability by the addition 
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of more hardware-based sprites. This soon evolved 
into a 2600-compatible system based around the 
advanced graphics chip being designed for Spring. 
Spring's graphics system concept was based around 
building up scan lines and display lists rather than 
bitmaps, using a process similar to Atari's 8-bit 
computer line and even to the 2600. For the new 
console, GCC thought to use double-buffered display 
line RAM and DMA access, something unheard of 
for the time in a game console. The solution for the 
system's 2600 compatibility was to literally include 
the 2600's graphics and sound chip, the TIA, on the 
system's main board. The inclusion of the TIA chip 
influenced the name of the new 

chip brought over from Spring 

- Or maybe it was the past 

experiences of these MIT college 

dropouts. Regardless, the team 

chose to name the new chip 

MARIA, calling the full set on the 

new board TIA-MARIA after the 

popular Jamaican coffee liqueur. 

Going with Atar's now-standard 

approach of numbering its y 
system names, the entire game 

console project itself would be 

called the Atari 3600 

The specs for the MARIA given to Atari were 
impressive to say the least: 320x240 resolution, a 
palette of 256 colours with 25 available per scan line, 
and software-based sprite generation and collision 
detection that could support upwards of 100 objects. 

During this process, unbeknownst to GCC, the 
system would have its first competition with Nintendo 
At the time, Nintendo had vet to release its Famicom 
system in Japan and was looking to find a worldwide 
OEM manufacturer and distributor in the guise of 
Atari. After a preliminary discussion between Atari's 
Ray Kassar and Nintendo's Minoru Arakawa and 
Howard Lincoln, negotiations began with Atari on 
11 April when Nintendo demonstrated the prototype 
Famicom running an almost-complete Donkey Kong 
and Popeye. The offer was for Nintendo to provide 
100,000 to 150,000 completely populated Famicom 
main boards for Atari to throw into its own consoles, 
all for 5,300 yen (at that time about $20) a piece. It 
was certainhy an attractive offer, but Nintendo at this 
time was a nobody in the consumer market save for a 
few previous Pong console clones. 

Because of the deal that VVarner made with GCC, 
Atari was also committed to GCC's 3600 console 
and had to take time to evaluate the strength and 
weaknesses of both. GCC's MARIA chip design had 
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started on 1 April and wouldn't be done until 1 July. 
The Atari project managers familiar with the MARIA 
specs felt that it was a superior system to the 
Famicom, however some of the Atan engineers 
appeared to be leaning towards the Famicom and 
strongly recommended going through with the 
deal. Atari wanted to stretch out negotiations until 
at least mid-July to have time to form a valid cross 
comparison and decide which one should form the 
internals of the 3600, but the fact that Nintendo 
had demanded a quick response on interest didn't 
help. Atari had no choice but to go through with 
committing to an interest or risk losing the console 
to a competitor. Over the next 
couple of months manufacturing 


- THE SMART and design considerations for 


the Atari version of the Famicom 


IN THE FAST were discussed - including an 


adapter to play 2600 games 


AND WE'RE Several meetings were held as 
DOING TO SA 
BUTTS” 


well to hash out manufacturing 
and supply concers, the last 
of which was at the June 
Consumer Electronics Show in 
Chicago. The deal, if completed, 
would ultimately have Atari 
releasing a Nintendo-based console for that 1983 
Christmas season and a total of 2 million units over the 
contractual period 

In the meantime, the first MARIA chip sample was 
returned on 1 July to GCC. Unfortunately, it found 
that it had a problem: the chip could display a ton 
of sprites, but had no time in the processor's cycles 
to move them. Hence the design on the MARIA 2 
started, and was not completed until 17 September, 

Unfortunately for Nintendo, however, by July Atari's 
now well-known financial problems were already in 
full swing. In conjunction with these problems and 
his stock-selling misconduct, Ray Kassar was out the 
door during that July. Jim Morgan was brought in 
right away to replace Kassar, but he wanted to take 
two months vacation before coming to head things 
up by that September. Any further talks stalled and 
ultimately gave GCC more time to finish the revision 
of the MARIA. By early September, Nintendo, Warner, 
and Coleco had a meeting with Warner to resolve 
any issues over Donkey Kong's licensing, and it was 
assumed that negotiations would continue again 
for Nintendo's Famicom deal. Unfortunately, when 
Morgan came back, the first thing he did was freeze 
all projects for a month. Realising that there would be 
no time for a Christmas release, and compounded by 
rumours from people leaving Atari that the company 


Release Info 


E Year released: 1984, 1986 
E Original price: 
S150 (1984), 880 (1986) 


EH Associated Magazines: 
Atari Explorer, Antic, Atarian 
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» À prototype Atari 7800 de 


loper baard 


s of programming the 7800's versan of Aobotm 


may not even have the money for the deal because of 
| problems, Nintendo was unwilling to spend 
any more time in limbo and decided to go it a 
By that autumn, Morgan knew what direction he 
3 Atari in to save it and wh GCC's 
gs. He threw Atar 
uIng memos that nt was to 
e all product development, including Atar's 
own ongoing console and computer proj This 
was going to be Atari's flagship console and Morgar 
ur of the consumer game cons livision. The 
t was to produce a million units for th 
and an additional 3 to 4 million in the following ye 
For Atari's with leveraging some of 
ts previous 
3600 was 
Atari 2800 —- a Japan 
Barney Hua 


n from the previous design spec for the 
Sion of the 2600. Atari's 


outrements of 
| 


Jr project, a highly cost-reduced 


called, were des 
5200's controller, including side-mounted fire buttons 
on both sides. A design decision intended to alleviate 
a common complaint of the original 2600 joysticks 
by left-handed players — Atari's original solution was 
to show how to open up the sticks and flip the PCB 
around to support holding it “lefty' - GCC would be 
able to utilise the extra button for more play options 

Atari and GCC also worked out a solution to à 

ing both the 2600 and 5200: anyone 


a [Atari 7800] One of thres teles from the okd Nintendo licence 


games for them, no licensing 


required, be à previous lawsuit between Atari 


and Activision. This had opened up a flood of low 
quality games for the console, something that Atar 


didn't want to see on its 


gh-end system. The 

solution was a unique and enc ( gnature 

contained on all cartridges, that w sent 

would automatically lock the system into 2600 mode 
GCC, meanwhile, began working on some key 

expandability features tr E 00 to 

h some of which wu also influer by its 

original vision for Spring. First and foremost was the 

computer/keyboard expans Everything would 

centre on a unique keyboard É 

that v ' 

periphe via é > 

add 16K of RAM to the system's standard 4K. The 

keyboard itself would be a fully functiona yboard 

comparable to those already used in Atan's XL line of 

port 2. GCC 


expansion port to further support 


computers, and would plug in to joy 
wth as a computer, with thing 3 additional 
expansions and a futuristic LaserDisc interfe 
Atari 3600-specific versions of Atari Basic and Atari's 
VideoWiter word processor v also developed to 
be bundled with the expansion, and VideoWriter was 
even expanded to allow joystick or trackball control 
for selecting and manipulating text. The computer 
expansion would give the buyer the ability to turn their 
console into à legitimate S- -omputer com ble to 
Auari's existing low-end Atari 600XL 
realised that with the evolution to true 
sality graphics, other features such as high 


es would need to be supported. To this end, 
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it developed a high score 

expansion that plugged 

in to the cartnidge port and 

would store the top five scores 

of any 65 games plugged in to 

it Upon plugging in the expansion 

cartridge, the player would be able 

to immediately customise it with their 

own name. If that wasn't enough, it was 

even smart enough to tell your difficulty settings and 

have separate score charts for each setting on a game 
A funny thing happened during the months leading 

up to the introduction of the 3600 in May of 1984 

the US videogame industry's crash began hitting 

its crescendo. Throughout 1983, Atari's financial 

problems had begun not only to become a rallying cry 

on the lack of investor confidence across the industry, 

but it showed some serious changes beginning 

to ripple through the market. By early 1984, both 

game publishers and console manufacturers were 

regularly announcing layoffs and closures. Atari itself 

suffered $539 million in losses and laid off over a 

third of its 10,000 employees. By January, Morgan 

had succeeded in eliminating 40 per cent of Atari's 

overhead, feeling that it was “inexcusable for a 

company that sells a bilion dollars worth of goods not 

to make a profit”. The overhead cuts were just the 

beginning, though, as Morgan sought to completely 

reorganise Atari's consumer division. First, he sought 

to improve the company's reliability image by not 

announcing a single product that wasn't already 

ready to ship, and second to cut dead weight and 


focus on a few profitable videogame and computer 
products. Morgan's new mantra for Atari was: “We'te 
in the business of enhancing people's lives through 


» GCC's MARIA clvps, dessgned for the 7800 
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7” | imeractive electronics.” 
It was a view reminiscent 
of Atan's original “Innovative 
Leisure” logo 
Under this new plan, the 5200 was 
the first casualty, with manufacturing halted 
that January. Sales of the 2600 were actually 
up 40 per cent on onginal forecasts, and with the 
eventual release of the 2600 Jr the overhead on those 
would be cut drastically. With the 3600 now firmly 
poised to be the new flagship console, it would have to 
venture into choppy waters — but it would do so with a 
new name. The 3600 designation was considered too 
low for a top-of-the-line console in its current number 
scheme, and it was decided to go with 7800 to denote 
5200-style advanced graphics and 2600 backwards 
compatibility: 5200 + 2600 = 7800. By the time of 
its official introduction on 21 May 1984, its title was 
fully expanded to the “Atari 7800 ProSystem', and its 
controllers were now referred to as Proline controllers. 
À total of 14 titles were announced between May 
and June: Ms Pac-Man, Pole Position Il Centipede, 
3D Asteroids, Joust, Dig Dug, Desert Falcon, Robotron, 
Galaga, Xevious, Food Fight, Baliblazer, Rescue On 
Fractulus!, and Track And Field. Learning from its error 
of using Super Breakout as the pack-in title for the 
5200's launch, Atari would be including Pole Position Il 
as the pack-in for the summer launch. By September, it 
was to be built in to the 7800 itself 
Unfortunately, the 7800 was met with mixed 
opinions, many of which questioned Atari's wisdom 
in releasing a new console in that climate. Atari's 
financial problems were producing almost daily news 
coverage, and it was also no secret that Warner had 
been looking to dump the faltenng Atari on someone 


* The 2600 Jr claarad the way for the 7800 to bacoma Atarf's fagshp consola 
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Community 


1. Atari Museum 

www atarimuseum.com 

E The Atari Museum, home base of the 
Atar Historical Soc 

historical info! 

by rated Atari histe 

houses informatico 

not found an 

dose ties to former Atari empl myees 


2. AtariAge 
www atariage.com 

E lfyou want to find the current fan base 
of the 7809, you'll find it at AtaniAge's 
bristirg orline community. The 

community site for the Atari soe 
also find a store that supports current 7800 
homebrew authors with full packaged 
releases of their games 


3. The Atari 7800 Page 

www atari7800,org 

E Don't let the minimalist design fool 

you. The site is chock full of great 7800 

nformatian. Featuring reviews, technical 
merts, projects, ph of the original 

press kits and more, this site Is a true gem 


4. Dan B's Atari 7800 Tech Page 
permegremes filanhia 70, shtml 


e interested im deu veloping 
, this is the place 
to start A od nd in ira classic videogame 
homebrew hardware and software 
Jan Bonis's page focuses on all the 
echnical information and tools that you'll 


» [Atari 7800] Tameat the F-14 fighter simulator 


else. Many news sources pondered on the likelihood 
of this console having any real impact as a saviour 
of the company. Likewise, the selection of titles was 
considered unflattering and already old, since many 
of the tities had already been released on other 
platforms. Undaunted, however, Atari had a very 
successful test run in New York in June, but it was to 
be a short-lived success. By 2 July it was announced 
that Atari's consumer division had been sold to former 
Commodore head Jack Tramie 
To say things were a mess 
after the purchase was an 
understatement. Tramiel had 
purchased Atari Consumer for 
ts brand name, manufactunng, 
distribution network, and current 
ine-up of products. These were 
going to keep his new company, 
Atari Corporation, afloat while he 
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and develop some more timely games for it. Katz was 
on the job by early November, and by December they 
had introduced the 2600 Jr. That January at CES Atari 
was publicly announcing the relaunch of the 7800, 
and the onginal manufacturing run was out the door 
by the spring. Gone was the computer expansion 
and high score cartridge, however, but in place was a 
new-found sense of hope in the industry. In contrast to 
ast time around, the 7800 was warmily received — as 
were Nintendo's NES and Sega's 
PR imminent Master System, as a 
DO sign of a reviving industry. By 
Christmas all three were head-to 
head, but Nintendo was the clear 
winner by 1986, mainly due to its 


EI strong library of titles 
MARKET LEADER, Sosovem 


Where once licences were 


IT HAD À L "N split between different platforms 
| e 


” and a company may port titles 


worked on his next-generation THE LA ST e to competing consoles, the 
computer. However, because TE fm market had changed. Much 


ownership of patents, licences 
and products were now split between the coin 
operated division — now called Atari Games - and 
Warmer itself, it became a nightmare of litigation over 
ral years. The 7800 was the first casualty 
s, with h Wamer actually owning the console: 

Still hadn't been paid for the MARIA chip nor the 
launch titles that it programmed, and Warner wanted 
Tramiel to pay for it. Tramiel wanted Warner to pay 
and felt that it should have been part of the origina 
deal, his anger apparent when an impatient employees 
started trying to put pressure on him to continue with 
the planned release of the 7800. He responded by 
throwing the system off his desk, firing said employee 
not long after. The 7800 remained in limbo until May 
1985, when Tramiel finally relented and sent GC 
ts payment. He then began negotiating for PRETOS 
on the original launch titles, which meant he had to 
begin looking for someone with experience in game 
consoles to start up à videogames division again 

That someone turned out to be Michael Katz, then 
head of top computer software company Epyx. Tramiel 
made it clear that he wanted Katz to bring back the 
2600 via the cost-reduced 2600 Jr, relaunch the 7800, 


development in the arcades had 

switched to Japan, and with Nintendo's Famicom the 
clear market leader there, it had a lock on the latest 
titles. Publishers had to get a licence with Nintendo to 
release for the NES, which also barred the games from 
being released on other consoles. While the previous 
Atari had been at the top of the heap, its current form 
found itself with few options. KatZ's solution was to 
use his old contacts in the computer industry to a 
icences to what he considered hot computer titles 

The worldwide launch occurred in 1987, and the 
PAL version of the 7800 ended up including the 
promised built-in Asteroids. The system's sales were 
respectable but still distant to Nintendo's dominance 
Atari and Sega both sued Nintendo over its unfair 
ockout practices, but both ultimately lost due to poorly 
presented cases. As ds put it: “Jack was too cheap 
to hire decent lawvyers.” With the switch to 16-bit 
consoles by the early Nineties, Atari shut down its 
entire legacy product line, including the 2600 and 7 780 
consoles. By the time this announcement was made 
n January 1992, the 7800 had sold 3,772,751 units in 
the US alone during its lifetime. Sadhy, though, it never 

ched its full envisioned potential. 
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Perfect Ten Games 


POLE POSITION Il PAC-MAN COLLECTION 
» RELEASE 1984 (HOMEBREW) 


» PUBLISHER: ATARI » RELEASE: 2006 
» BY THE SAME PUBLISHER: STAR WARS » PUBLISHER: BOB DECRESCENZO 
O When it was first to be released as a ( r » BY THE SAME PUBLISHER: ASTEROIDS DELUXE 


1984, the Namco-authored and Atar tributer 02 For years the spec'al so'tware fo 
Position ll was at it 32k of popularity in the arcades cartridge's encrypted validar 


E! 





GALAGA DESERT FALCON 


RELEASE: 1984 RELEASE: 1984 » RELEASE: 1984 
PUBLISHER: ATARI » PUBLISHER: ATARI » PUBLISHER: ATARI 
BY THE SAME PUBLISHER: » BY THE SAME PUBLISHER: » BY THESAME PUBLISHER: 
CENTIPEDE 720º BATTLE ZONE 

) 3 The 7800 received an Galaga received the same 0) Desert Falconis one o 


t-perfect port of the few planne( 


400 C 
AX VALUE= 54 
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The 7800's catalogue wasn't exactly bursting at the seams, but it nevertheless 
had plenty of desirable titles on it, especially if you loved arcade ports... 


ALIEN BRIGADE FOOD FIGHT DARK CHAMBERS 


» RELEASE: 1990 » RELEASE: 1984 » RELEASE: 1988 

» PUBLISHER: ATARI » PUBLISHER: ATARI » PUBLISHER: ATARI 

» BY THE SAME PUBLISHER: » BYTHESAME PUBLISHER: » BY THE SAME PUBLISHER: 
FATAL RUN HAT TRICK KLAX 

) The Atari 7800's answer to O An excellent port of the If Dark Chambers |ooks 


Operation Wolf, 1 james 


CENTIPEDE SPACE INVADERS (HOMEBREW) 


» RELEASE: 1984 » RELEASE: 2008 

» PUBLISHER: ATARI » PUBLISHER: BOB DECRESCENZO 

» BY THE SAME PUBLISHER: MILLIPEDE » BY THE SAME PUBLISHER: SPACE DUEL 
09 What can we say about Centip that hasn't Í Unfortunately, if you wanieo to p 
tnat JO 


eres 
Roo co co Ro Rc Roo Roo Eco o 
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and the rest... 
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Golden Axe 


» Price: E250-E400 
» By The Same Developer: 


» Developer: In-House 


» Name: Space Harrier 
» Released: 1985 


» Publisher: Sega 
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he brainchild of Sega 

legend Yu Suzuki, 

Space Harrier made 

its debut to throngs 

of excitable Japanese 
people at the 1985 Amusement 
Machine Show in Japan. When it 
arrived in arcades later that year, 
it shook things up in more ways 
than one. Resembling a kid's sit-in 
fairground ride spliced with an 
arcade machine, Space Harrier's 
vehicular cabinet was a perfect 
equal for the game's dazzling 3D 
graphics. Oozing quality from every 
component - its sublime soundtrack 
and digitised speech bleating 
from its twin stereo speakers, the 
motorised chair capable of swinging 
players around with real aggression, 
and the impressive visuals running 
from Sega's powerful MC68000 
arcade board — it was unlike 
anything anyone had seen before, 
and ushered in a new wave of 
exhilarating arcade games for which 
Sega would soon be renowned. 

Three versions of the cabinet were 
produced - a sit-down, an upright and 
the deluxe rolling variant — and all were 
controlled using an analogue flightstick, 
giving players meticulous control over 
the game's titular blond hero. But it was 
when the controls, sounds and sights 
were aligned with the rolling cabs that 
Space Harrier and its gameplay came 
into its own. Pulling on the stick gently 
would not only cause your hero to 
move appropriately, it would also cause 
the cab to jolt and tilt, heightening the 
overall experience while giving you a 
real sensation of flight (or close to it) 
Space Harrier offered a hectic and 

unique arcade experience, and for an 
arcade game designed to suck you in 
and spit you out, at 18 levels long, it 


COIN-OP CAPERS: SPACE HARRIER 


was surprisingly lengthy. The game 
was also a real pig to finish, with 
stages 14, Astute, and 17, Nark, proving 
common sticking points, and practically 
everything that flashes up on screen 
(except yourself and the Furby you 
nde during the bonus rounds) existing 
to either kill or hurt you. Another 
interesting point about Space Harrier is 
that the setting was the Fantasy Zone, 
the setting for Sega's side-scrolling 
shmup of the same name. In Hamier, 
however, it was depicted as being 

a bizarre Alice In Wonderland. 

style checkerboard universe 

brimming with all sorts 

of weird and magical 

creatures from a 

Bad-era Michael 

Jackson pop 

video. Memorable 

adversaries included 

cyclopic Woolly 

mammoths, a 

robot with cherries 

for eves, a Chinese 

dragon, and some 


vononnn 


TOP) 


SINETDNEEGE 


We take a definitive look back at a classic 
arcade game and unravel its brilliance with 
the help of those who know it best 


angry Easter Island masonry, and every 
level introduced more new enemies 
for Harrier to blast away. Speaking 

of Harrier, your hero is a blond chap 
dressed in blue trousers and a red 
sweater who has the power of flight 
thanks to a rather nifty jetpack/cannon 
thingy he carries under his arm. He's 

a seasoned space-war veteran tasked 
with restoring peace to a place called 
Dragon Land from a band of hostile 
alien creatures who are trying to depose 
tt. 

Owing to its popularity, Space 
Harier is one of the most converted 
games of all time, and still pops up on 
modem machines to this day. Despite 
its odd disappearance on Mega Drive 
(although the console did receive an 
exclusive sequel) it's actually one of 
the few Sega series to have made 
appearances on every single Sega 
console manufactured. With late ports 
coming to the 32X, Satum (via the 
Sega Ages edition) and Dreamcast in 
the form of Yu Suzuki Game Works 
Vol 1 and mini-games in the Shenmue 
series. Most recently, an arcade-perfect 
version of the game has appeared on 
Xbox 360 and PlayStation 3 courtesy 
of an unlockable on Sega Mega Drive 

Collection. And 
the game also got 
the Typing Of The 
Dead treatment, 
finding players 
frantically destroving 
enemies by bashing 
out Japanese words on 
their computer. Sadly, 
this game was only 
released in Japan. 


TEA O 
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» Name: Nick Hutt 
» Age: 38 
» Date of birth: 2 April 1971 
» Top five games: 
Space Harrier 
OutRum 
Mad Planets 
Star Force 
MrDo 
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Please share your first impressions 
of the Space Harrier machine and tell 
us what impressed you most? 
| seem to remember that it w 


tto Ea 


What is your favourite stage in the 
game, and which do you find the 
trickiest to finish? 
| would have to say Vicel. | love 
way the rocks kin 


sky and home in o 


harder as it thro 
it has at you during this 
Also the en 
Ida, on Stage 2 is pr 
most unpre 
o kill witt 


accident 5 
out, the remaining h 


ntrollabhy on to your p 


Do you remember the 
first time you finished 
the game? If so, can 
you tell us about that 
experience? 


and forth, the 
off the E 


game, | h 


machine | v 


amazing and 


get mn amusem 


Why do you think Space Harrier 
has remained such a popular game 
among retro gamers? 


For many it's a game they will always 


ember, because most decent 
arcades had the full-blown deluxe ve 
srting ther 
the Get ready”. And for its 


tme the graphics, sound, and moving 


ting out 'Velcome to 


seat were 


t totally groundbreaking 


my machines 
always go for and keep going 
gain and again are Space Harrier 


JutRun so 


Are you any good at similar Sega 
arcade games such as After Burner 
and Thunder Blade? 

I'm afraid not. Although | like After 
Bumeyr, | never seems 


il]. Vith a 


to see what 1 
After Bume 


Discover why Space Harrier gained a reputation for 


its imaginative enemies 


Jing robots 


nd launching 


Easter Island Masonry 


Spaceships 
9 are the first e 


At first the Moai heads don't 


hey change their tune, 





from my local seaside arcades pretty 
quickly so | never got the chance to play 
it enough to master ft. Thunder Blade 
never really got any attention from me 
whatsoever. | always thought the cab 
was a bit of a cop out where, effectvely, 
you made the machine move yourself, ft 
wasn't motorised. 


E Can you tell us a little more about 
your impressive Space Harrier high- 
score record? 

| set my Twin Galaxies-verified Space 
Hammer score of 35,774,740 at the Classic 
Gaming Expo UK in 2005. It felt pretty 
amazng because | had a huge crowd 
gathered around the machine. It has very 
recenthy been beaten by Philip Campbell 
with a score of 38,530,200 on a standard 
sit-down, but my own personal best of 
37,807,960 on my rolling version is not 
far behind, 


E What's the secret behind achieving 
such an impressive score on the 
Harrier machine? 

The secret to actually achieving such 

a score all comes down to Wee Wee 
Jumbo, the boss at the end of Stage 

17, Nark, and being good enough to get 
there with all your lives, because, trust 
me, you will need them all here if you 
want a big score. The trick is to try and 
not actually kill him, but instead to try and 
shoot everything the game throws at you 
while trying to avoid getting shot by him 
Once you're down to your last life, you 
need to kill Wee Vlee Jumbo as fast as 
possible so you can progress to Stage 18 
where you have to kill all the end bosses 
all over again, it's fairly trivial to complete 
the game unless you're unlucky enough 
to lose your last life to Ida. 


E Have you discovered any 
interesting elements or hidden 
secrets within the game? 

An interesting thing to note about 

the end of Stage 17 is that the game 
behaves slightly differently: the speed 

of the projectiles shot at you by Wee 
Wee Jumbo keep increasing in speed 
and don't reset back to normal when 
you lose a life. This makes it rather tricky 
to hang around here for any significant 
length of time — for the extra score — as 
the projectiles eventually appear on 

top of you, resulting in instant death. If 
you decide to cheat here — using the 
game's Continue feature — you can make 
the game crash when the projecties 
eventually appear off screen behind your 
position. If you time it night, though, and 
you manage to kill Wee Wee Jumbo 
before the game crashes, and your score 
is high enough, you will get a slighthy 
different ending with lots of mushroom- 
cloud explosions going off as you ride off 
on Uriah into the distance. 


The expert Space 
Harrier player reveals 
his personal tips and 
strategy to mastering 
the game and racking 
up those high scores 


“E E MAINTAIN 


( | CONTROL 
Space Harrier uses an 


analogue controller so thrashing rt wildhy 
will land you in a lot of trouble, You can 
also fire a lot faster if you use the shot 
buttons on the control panel rather than 
the tnigger buttons on the control lever 


EH KEEP MOVING 

2 The enemy will always fire 
(os on your last position so 
don't sit still in one place for too long; 
try to keep moving. H t gets too hectic 
and you're in trouble, circle the screen, 
this will usually get you out of trouble 
unless you're unlucky enough to get 
impaled on a pilar 


3 E RAISE YOUR GAME 

( á Objects in the air are worth 
more points than objects 

on the ground so always try to take out 

the objects in the air before annihilating 


the scenery. This should help you to 
rack up a bigger score. 


& E KEEP YOUR HEAD 

IN ) Ida at the end of Stage 2 is 
probably the hardest boss 

to kill without losing a life, be careful 
not to take out the head in the middle 
as this will result in the remaining 
heads spinning out of control on to your 
position, which could result in the loss 
of a valuable life and some score. 


5 E WEE WEE ALL 
à THE WAY HOME 
Finally, for a really big score 
you need to master the art of survival 
at the end of Stage 17, Nark. Try not 
to shoot Wee Vee Jumbo as quickly 
as possible, instead toy with him and 
shoot all the things the game throws at 
you and watch your score mount up 
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À look at the raft of sequels spawned 
by the popular space shooter 


Es Space Harrier 3D 
| Released: 1988 
| Released to make the most 
5 of the quirky 3D glasses peripheral 
, * that Sega released for the Master 
j | System, Space Harrier 3D featured 
"all-new levels and enemies but 
coated them with a fancy funky 3D 
filter that took a while to get used 
to. For all its promise, the game 
itself didn't live up to expectations. It was the second game 
released for the SMS and the first sequel to Space Harrier as 
it predates Space Harrier Il by one year. It's also deemed a 


bit of a collector's item. 
Space Harrier Il 
Released: 1989 
Instead of releasing a 


straight port of Space Harrier on 
Mega Drive, Sega set AM2 to work 
on creating an exclusive launch 
sequel for its new 16-bit console. 
The game was just more of the 
same Space Harrier action but 
shorter (just 12 levels). Harrier is 
forced to wear a dodgy red cat suit and players can now 
choose the order in which they tackle the stages, which has 
no bearing on the actual game, other than if you're rubbish 
at the game you can pretend you're not. 


Planet Harriers 
Released: 2002 
Only released in arcades, 
Planet Harriers had little in common 
with the previous games. It was 
two-player, didn't feature the 
iconic blond hero - instead it had 
four badly dressed European kids 
with giant hypodermic needles or 
guitars for weapons - and adopted 
a Panzer Dragoon-style lock-on weapon system, which made 
it feel more like a sub Panzer Dragoon. Interestingly, it also 
highlighted the alignment of the two worlds of Space Harrier 
and Fantasy Zone with Opa-Opa as a secret character. 


Space Harrier remake 
é Released: 2003 


Developed by 3D Ages (a 
joint development studio by Sega 
and D3 Publisher), this 3D update 
was released on PS2 in 2003 as 
part ofthe Sega Classics Collection, 
also comprising lacklustre 3D 
remakes of Altered Beast and 
Golden Axe, among others, and 

was released separately as part of the Sega Ages budget 
collection in Japan. A functional, if ugly, 3D offering, the 
drab polygon graphics really aren't a patch on the original's 
beautifully colourful sprites. 
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I'm Matthew White and I'm a car 
ire. | fell in love 
ce Harner when | first 
86 in Blackpoo d the original fe 
base h a new pie 
simply. It looks 
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This machine 1 


C PC-Engine 


see on a lathe) 
machine's up and down mo 


and the other controls the left to nght 


— working ther they bank and roll 
an engineenng 
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machine it did not 
have 


coin mex 
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| love the marques, it's unusual. | 
chased one on eBay as a spare and 
it sold for well over £60. 


' EU 


The artwork is in pretty good 

- condition for 1986. It's near mint. 
| stripped the base of everything 
and sent it all to be professionalhy 
powder coated. So apart from 
a few dings, the base is near as 
new, the rear base stickers were 
professionally reproduced, and 
| got ten base stickers and 20 
waming labels reproduced. 


I'm not happy with the monitor, 
which is an old 20-inch Hantarex, 
but the picture is great. The good 
news is that | have an onginal 
Nanao to put in the cabinet as soon 
as | get the time. 


The original top board of the PCB had 
- a fault, it would not send signals to 

the motor boards thus causing errors 
“ on warm up. | located a set of boards 
“ inthe USA, and when they arrived 

| swapped them, and the machine 

operated perfectly. 
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Well, Space Harrier was the next game Elite offered me 
after Ghost 'N Goblins, so it was inertia really. The game 
took me probably six months or more to write and | did all 
the coding myself while Elite supplied the art. 


E think | was. | remember it was advanced for its time. It 
was generally placed where anybody entering the arcade 
would see it, so naturally you were drawn to it. 


Rendering the floor and the number of sprites required 

a 'chasing the raster' rate of 25fps, so that was the first 
thing. Syncing the objects to the floor was a challenge 

to prevent stitching type problems. | think | used a table 
to convert the Z to the Y co-ordinates and the table was 
generated on the Spectrum at the same time as the pre- 
rotated floor images, then uploaded back to my Einstein. 
It was a bit of a bodge. Overall | spent far more time on 
the rendering than the gameplay, which is a weakness of 
a few of my titles. 


It looks the prettiest with the constant frame rate and 

so on, but its gameplay is weaker. Some input from 
somebody else might have helped, but back then 

the programmer was expected to do his own quality 
assurance and just about everything else, including driving 
it to the duplicators. On my previous game with Elite, 
Ghosts 'N Goblins, | actually did my own art, but despite 
the triumph of its loading screen and so on, Elite decided 
they would supply the art from then on. 


[thought it would get better reviews than it did. | 
remember driving all the way to Newsfield and still getting 
a slagging off from them in Crash. | think one of their 

C64 reviewers had taken a dislike to me and had undue 
influence over the reviewer of my game. | got my first 

fan mail for this game. | also got an email recently off 
somebody who said they 
had been inspired to go 
into the business by it 
and they were apparently 
quite successful now. 
Good for him. 


I never had any contact 
with Sega. | got an 
arcade machine for the 
duration of the contract 
and that's all. 
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01. Master System 

Given the technical gorge separating 

the Master System and a Space Hamer 
arcade machine, this port offers a decent 
rendition, Apart from the colours and 
speed, the enemies, bosses, and even 
the bonus stage are all present and 
correct, and SMS does an admirable job 
of faking the super scaling effect too 


02. NES (Worst Version) 

The NES port was converted by Takara, 
and is so bad it's a blessing it never 
polluted our shores. The poor NES 
struggles to live up to the ambition of 

the game and at times it feels like you're 
driving an old banger of a car - you half 
expect it to break down at any moment 
Ugly visuals, woolly collision detection and 
frequent bouts of flickering and slowdown 
also make this ternibly unforgiving 


03. Game Gear 

The Game Gear port was also developed 
by conversion go-to guys Takara (they 
did a lot of SNK ports) and was also 
Japan-only. Similar in style to the NES 
por, the action on Game Gear maintains 
an impressive pace and looks colourful 
and detailed. The only slight issue is that 
Harrier and his enemies are far smaller in 
size, making for twitchier gameplay. 


04. Amstrad CPC 


The presentation, background graphics 
and Harrier sprite all look superb, and 
gameplay is fast and fluid. However, 
enemies, ground obstructions, and gunfire 
are all drawn vector graphics and their 
transparency isn't suited to Harrier's 
different coloured backgrounds — it causes 
the sprites to bleed into one another. 


05. ZX Spectrum 


This just pips C64 to the post. The only 
niggle we have is the lack of colour, which 
often causes the bullet sprites to mesh 
with enemy ones and boss fights to feel 
more taxing than usual. Otherwise, this 

is a great conversion: the graphics are 
detailed and the presentation is excellent. 
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06. Commodore 64 

A gallant effort by Chris Butler. A perfecthy 
Playable version for C64. The faux 3D 
effects look impressive, the graphics are 
colourful and the gameplay whips past at 
a great pace. The bold character sprites 
and music by musician Mark Cooksey are 
the icing on the cake. 


07. Amiga 

These graphics look superb in full screen 
and the gameplay is very smooth. This 
version faithfully re-creates the arcade 
music and can be controlled using the 
mouse, which works surpnsingly well, 
Our only issue is that Elite split the game 
into two parts = the add-on disc Space 
Hamer Retum To The Fantasy Zone 
featured the remaining few stages. 


08. Atari ST 

There's Ittle between the faithful Amiga 
and ST versions of Space Hamer. 
Baskcally, the ST doesn't display the game 
in fuli-screen and is mult-load, which 
means the game can feel a tad clunky. 
Where this version excels over the Amiga 
port is its speed and fluidity. It's one of 
the most exhilarating ports there is. 


09. PC-Engine/TurboGrafx-16 


The PC-Engine features an impressive 
port and was the definitive home 
version. The graphics are superb and the 
gameplay is faithful to the arcade game. 
Plus you have the option to play with the 
controls inverted if you wish 


10. GBA 


Forming one quarter of the Sega Arcade 
Gallery — a neat Sega compilation released 
for GBA, including OutRun, Soace Harrier, 
Super Hang-On and After Bumer - this is 
the best handheld Space Harrier. But the 
chaotic gameplay suffers when squeezed 
onto a tiny screen, and the tiny D-pad 
doesn't lend itself to its twitchy gameplay. 


11. 32X 


Save for the Sega Ages Vo! 1 version on 
Satum and Yu Suzuki Games Work Vol 1 


ONVERSIONS 


on Dreamcast, this is the best port of 
Space Harrier there is and although it was 
a ten-year-old game at that time, it marks 
a high point in the 32X's short life. Put this 
next to the arcade version and you would 
struggle to notice the difference. Our only 
gripe is that it's not full screen, when, 
puzzingly, 32X After Bumer was. 


12. Satum (Best Version) 

Saturn delivered a flawless version of 
Space Harier with Sega Ages Vol 1. k 
looks bright, detailed and colourful and is 
displayed in glorious fuli-screen too. The 
sound is equally superb and the gameplay 
is as quick and as exhilarating as the 


arcade version of the game. Pushing it 
into first place, of course, is the bonus of 
having Sega's OutRun and After Bumer Il 
on the same disc, 


13. vos 

As far as early arcade conversions go 

- OutRun was a real shocker if we 
remember rightly — this remains one of 
the better stabs at porting a Sega arcade 
game to PC. Looking and feeling very 
similar to the ST version, despite the 
colours looking a líttle drabber, Blite's PC 
conversion delivered a functional port of 
the arcade game. By no means the best 
out there, it's certainly not the worst. 
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